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i t thought (tiers buying an 
sight event ipprts afmt/Jation 
&ut for me it fneans nfnefj 

ft/ejjet to wrestte my bnotfier 
first to get tg pfdy'iti Watch outDaley^ 
t*ll be your ftrst'reai iornpetftion 
Well ! started on a high, Pistol 
5bQQtin§?qp profctem for 'Deadf-e^e* 
Hatetfaqfl jff&h Cycling, boyl ran 
rea/ty pxjnpb ttose pedals - 
fffce theysa^- *-> . 
w w?Ften yquie hot - youfctfjot? 
rher).5prir»g Board Djv/ng, okay 50 
I keep hittlfigih§ water backsiile 
Tirsit The rest was down hilt, 
bu t f ncerf ^ pLrted^ifs ^fnis 
"off ;n TheTuq.pWdr/ * 
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/ missed trtefffrtr but /Vegot 
a/1 foe acfton here. .In fact if 
Thorn EMI. wanna make Rambo Strikes 
Bach ati they have to do is film me if? 
action on this joystick. I picked up my 
machine gun f wiped out haif :he Jungle 
Wftil my expfoSrve warhead, (that$ 
not my brain!) r but that look-out 
post just keeps on zapping me - 
f IT get him next time round, 
t havent got to the chopper yet.. 
/Ve <)ot to get my act together 
If Thorn CHI saw my last 
attempt ltd oniy be good for 
Rambo Carries on Laughing! 
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Ocean Software Limited 



6 Central Street Manchester M2 SNS Tdephone: 061 832 k 



The instructions tdf me I'm Donovan, with 
a mtesion. wow, that guyS a real teep-fit 
fowK the next thing I Jkjigw f utfS runn in<j 
down ttreconktora of the Mother 5hip M yeh t 
mnningfjust a quick fl/p on the joystick 
- ^ttoasjumping head overhead a 
realtlalleys Comet fib over some 
lazer crazy robot Then I got into the 
communlputer - laying charges to 
1 jbtow the ship to kingdom come, 
cWtectTng the RR> DU57 formula 
and getting urtsed up I 
in them robot?. ..hejs 
fll have to see 
you iate? tM/igsanfr 
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and att ' taaWSW^^ ti^^^W^ tun* 

n&af /ieflvy flos^fifte piaji apd^<30fifSptt BEFtftETJitl,, 4 
I fett that Wotk .no w I know wtyhei catted the 

w ''Tferhge/qtoiC- 





j S3 J Telex: 669977 Ocean G 





E IN 

WITH 



CELEBRATE IN STYLE WITH THE OFFII 










Co, 




Enjoy the eMritement of the world's premier sporting 
occasion as the whole of the globe focuses attention on 
the ultimate In football achievement - Vftirld 
Cup victory, 

Follow the action as it happens with your 
own computer progress chart play out tru* 
drama of real match encounters, nation 
versus nation in your own computer 
hxrtbail £ame and capture 
the spirit of this 
momentous competition 



and its Latin American setting 
famous for its carnivals, the passion 
of its people and the fervour and 
® enthusiasm they demonstrate for 

their sport. 

VAtfld Cup Carnival The ONDf 
official football supporters' 
computer game The ONIj way far 
a computer enthusiast to follow the 
Ykrdd Cup. 
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Your chance to collect a cash prize of at least 
£1,000 as we Start off a six month feature on the 
creation of a game 

54 THOROUGHLY STARSTRUCK 

Hannah Smith takes a trip to Leeds and finds out 

about the people behind Realtime Games 

Software, the 3D Masters 

98 GA THERING GAMES TOGETHER 

Graeme Kidd examines the current craze for 

compiling old {and not so old] titles onto software 

albums 
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Catching up on !he CES Show, ZX Micrgfair and a 

few other i nterest in g d eve lopm enfcs 

14 FEAR AND LOATHING a a 

Hunter S Minson staggers round from software 

launch to software launch in a Bloody Mary 

induced haze of near consciousness 

41 LLOYD MANGRAM'S FORUM 

Another delve into the postbag brings up a host of 

chit chat, tittte tattle and opinion which Lloyd 

presents for your entertainment 

S8 CRASH COURSE 

Rosettd takes a look at some revision software 

this month 

64 HANNAH SMITH S PLA YING TIPS 

A lady takes over from Robin and introduces a 

Map Extravaganza as wel! as a host of tips r hints 

andPOKEs 

74 TECH NICHE 

Continuing the round up of matters more 
technical with a bit of music to help the hardware 
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73 SIMON GOODWIN'S TECH TIPS 
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there. And the listing for hisSpecOrum routine 
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I Yet more lists and lists of lucky winners 1 names in 
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Summertime fun, available in the form 
of the July CRASH, out on 26th June 
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; IRELthe 30 arcade challenge for the thinking player 

lYSeventy mind stretching screens,, each one more complex 
than the previous, but providing its own individual challenge. 
Obvbus or obscure - can you get through before your time or 
stamina runs out? Can you find the transporter networks, 
snatch the energy supplies and defuse the bombs before you 
are blown up (or sucked into oblivion)? Can you avoid the 
lurking terrors, conquer invisible obstacles and immovable 
barriers? 

Its all here in KIREi- one of the new generation of ga mes 
from Addictive -PRICE £8.95 for the SPECTRUM, 

Addicfove products can be bought from all good software 
stockists but in case of difficulty may be obtained direct from 
us by mail orde r at the pnces shown (U K P&P inc luded but 
avers eas customers must add £1.50). 

Access orders can b# telephoned itirougjh (in \Q2Q?\ 2f364Cu3 . 



FOOTBALL MANAGER 



Still m the charts after four years, Britain's 
mosl popdfr Fodtxill Mjyvifiinenl; Rame ever 
New -JVJrjt: J -»? nn Amstrad- at £&95 ■ Atari 
| d £9.9b - BBC at £A$5 > Commodore 64 
■:£8.9S Cl6 Plu5 4:!*.fe.95 Dragon al 
£7.95 ■ Eleclron al £fl.95 • Spectrum a* 

■ VIC 20 pta 16K al £7.95 ■ 2X8 1 at £7.55 



BOFFtr 



Rnobafcly the most challenging yel amusing 
Rame eve* wrrttenlc^ Ihe Acorn Elerimn/BBC 
"a wonderful sense of humour" [Beebug Mlflflfllt 
£955 





w 



SHIRTS 



If yeu playAddicfave ftamej you niuil *ar-1 one i:1 lh-jsu hue ih it'll 
Smalt/hfedium/LargeorXL - £3.75 each 

Post to; Addictive Games - 10 Albert Road ■ Bournemouth ■ Dorset BH1 JBZ 



□ Kirel 

□ Baffin 

□ Football Manager - Mac/we 

□ Addictive T-shirts 



Cheque/Postal Order/Access 
Name 

Address 
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Good news for anyone still 
thinking about buying a Spec- 
trum 128 — the pnce has drop- 
ped already, and the first CRASH 
Smash has just been awarded to 
an original 123 game! 

As we sent this issue to press, 
the first rumours of a new 
Amstr ad/Spectrum games mac 
hine began to circulate. Mutter- 
in&s about a Spectrum based 
machine wxh ?56K memory 
sold as a super games machine 
for under £200 were heard. 

The rumour has it that Astron 
cards — credit card sized slivers 



of plastic containing programme 
able memory chips — will be 
used. Maybe thfs is what Alan 
Sugar meant by controlling the 
Spectrum software market. If 
Ainstrad do come up with an 
economically viable games 
machine which effectively uses 
n on -pi ratable cartridges to load 
games (which will almost cert- 
ainly push the price of games 
up! r they may be able to control 
uuhose programs ectualfy get 
put onto the cartridges. 



Fortunately for all existing 
Spectrum owners, the re s little 
danger of Amstrad dominating 
the cassette software market in 
the way they have come to 
preside over the home compu- 
ter hardware market rn this 
country. There's no sign, as yet 
of the software approver sch- 
eme that Alan Sugar hinted at 
during the announcement of his 
company's acquisition of a large 
chunk of Sinclair's assets. 



MORE AND MORE 



This tssue of CRASH sees the 
start of several new sections in 
the magazine, Brandon Kb van- 
agh kicks off a regular column 
on the Play By Mail gaming 
world with an introduction to the 
mechanics of such games, and 
will be contributing news, views 
and reviews on the Play By Mail 
scene on a regular basis. 

Rainbird have kindly agreed to 
sponsor an Art Gallery section, 
in which CRASH readers get the 
opportunity to 'hang' their 
SCREENS creations on a page in 
the magazine and then on their 
1 wallathomeintheformofafull 
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colour screen dump produced 
by Dimension Graphics at Rain- 
bird's expense. 

For the next six months we 
wiil be watching the develop- 
ment of a new game for Christ- 
mas — a game which will be 
designed by a CRASH reader, 
programmed by Design Design 
and taken to the marketplace by 
Domark. We'll provide a 
monthly update on progress, 
and reveal lots of the secrets tha t 
lie behind the process of getting 
a game into the High Street 
shops. 

And a section on J Home 



Grown Software' begins gentty, 
in which we take a look at some 
of the games you have been 
writing; rather than playing, 

There's never been a Better 
time to subscribe to CRASH! 
Apart from the new things that 
are happening between the 
covers, the power of the MYS- 
TICAL SUBSCRfBER NUMBER 
has finally been harnessed, 
bringing a host of goodies into 
the laps of readers whose copy 
of CRASH arrives through the 
mafL Take a peek at Pages 38 
and 39 and see if you can resist 
the temptations on offer I 
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ADV<5 nTU R<5 

The amazi ng, combined text and g rap h i cs adventure generator enables 
you to produce fast compact ad ventu re g ames with the m i nimum of effort and 
the maximum of creativity. Stunning graphics can be created quickly and easily 
with the powerful picture generator that has many features including;— dot* 
circle, elastic line, ellipse, fart fill, shading, step by step review, easy editing and 
the ability to merge pictures. 

The comprehensive, intelligent command interpreter an handle complex 
sentences and multiple input commands. There is also an extensive text com- 
pression facility that allows you to produce far more detailed and numerous 
location descri ptions. PI us a fu 1 1 function ed itor, automatic word formatting, a | Name - 
logical command interpreter and an abbreviated input acceptance facility. | Address- 

So unleash the power of your imagination now with The Graphic 
Adventure Creator, for your Spectrum computer. Available from alf leading 
retailers or direct from Incentive on 0734 591678. 

INCENTIVE SOFTWARE LTD, 54 London Street Reading RG1 45Q. L 



ease rush me, for my Spectrum — i 
Computer THE GRAPHIC ADVENTURE 
CREATOR 

□ Cassette £22.95 

I endose Cheque/PO for £ 

or please debit my Credit Card 

No 





GAMES CENTRE 




Selected titles at 
under £5 
Many games with 
£1 or £2 off r.r.p. 



i The fast 
moving 
game of 
quick wits 
and mental 
i agility. 




t h e 
f o r 



no.1 c h 
games 



o i c e 



172 Union Street ■ BRMMKtUM 98 Corporation Slrcel 
BMBHTOM 157/161 Western Road ■ IM18T01 18 Mercham Street 
BBMftEY 140/141 High Slreet {in Burton Menswear} 
GtAUOW 28/32 Union SlreeT ■ UBB 94/96 Briggate 
PLYMOUTH 105 Armada Way ■ LONDON 100 Oxford Street 
■ TOP MAM Oxford Circus 
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NEWS 




Apolog ies a re due to Mac»n, pu b I »sh *rs of a r a ng e of TV ga meshow 
games, including Buitseye, Countdown, Trwsvrv Hurti and, of 
course. Blockbusters, which we attributed tolally incorrectly to 
Britannia Software in the April review of flfay Mr Carcte ft.?/?/. 
Everso sorry, Macaen. Promise wo won't do rt again I Expect more 
reviews of Macsan products next issue , . « 



MICROFAIR— 

A FINE TIME HAD BY ALL 

Our resident TECH TIPSTER Simon Goodwin 
escaped from his Black Country lair a few 
Saturdays ago, and scurried off to the May 
Microfair 



Uncle Give, Alan Sugar end the 

PiMan may have missed the 
May ZX MICROFAIR, but bar- 
gain hunters thronged nonethe- 
less, and few left disappointed 

Opus did a roaring trade in 
El 00 Discovery Disc Systems — 
indudim a Spectrum 128 ver- 
sion with re-written software. 
Two video diejitisers, from Sun- 
set and an intrigingiy named 
Dutch firm called Data Ship 
made an appearance. These 
gadgets let you load pictures 
from a video camera or recorder 
into your Spectrum. At £128 and 
£63 may are not cheap, hut the 
possibility for commercial soft- 
ware (besides Sean Masterson 
Strip Diplomacy) are interesting 
and the results look good, We 
hope to review both products 
soon. 

Other hardware innovations 
included a radio-controlled joy- 
stick from AGF (review next 
issue) and a prototype percus- 
sion keyboard from Datalink 
Systems of Wales . 

Fanzines were much in evid- 
ence and I picked up copies of 



the latest issues of Interface, and 
Games Monitor. 

Interface Editor Lucien Ran- 
dall conducted a fruitless search 
for new software on our behalf 
— it seems that the producers 
are more interested in shifting 
the last of their Christmas stock 
than in launching new games at 
the M ICR0FA1 R tn is ti m e of year. 

Last month's tales of the QL's 
death were rather premature — 
CST had Thor, a new QL com- 
patible machine at the Fair; and 
details of the Blackberry — a 
super QL designed by Sinclair 
escapees Tony Tabby and Jan 
Jones — were also circulating. 
The non-arrival of the prototype 
Blackberry was blamed on a 
powercut during development. 
Both 512K machines should sell 
for around £600. 

If the attendance at the Fair 
dropped of in mid afternoon, 
that was only to be expected on 
Cup Final Day! The Sinclair 
market seems to be thriving still, 
despite the upset of the last 
couple of months * . * 



ALL CHANGE AT 
AMSTRAD 



Rapid developments on the 
128K Spectrum front at Chateau 
Sugar lead to 9 price cut which 



MARATHON 

a urn of ardent Spectrum! 

€££93 




Amstrad refer to as an unbundl- 
ing rather than a price change. 
The machine on its own, without 
the two free games thrown in by 
Sinclair, should now be avail- 
able for £139.95 as opposed to 
the launch price of £179.95 — 
which included 128K versions of 
Thomson's Supertest and 
Never Ending Story. 

The move is presumably aim- 
ed at shifting existing stocks of 
the 128K machine so that High 
Street shelves have plenty of 
space for a relaunched version 
of the machine in time lor this 
Christinas. No firm details as to 
the form the 128K Mark II will 
take are currently available, but 
Alan Sugar Amstrad's boss, has 
already spoken of 'glueing on' a 
tape deck and firmly spoken 
against including a monitor with 
the machine in an all-inclusive 
package. 

Meanwhile, the first rumours 
of a new Amstrad computer 
using the Sinclair name have 
started circulating, referring to a 
256K Spectrum which an indus- 
try pundit or two reckons should 
- be in the shops by Christmas, 
[ sel I i ng fo r Jess tha n £200. 
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NEWS 



CES — THE PITS? 



THE CONSUMER ELECTRONICS SHOW, held at London's 
Ofympia during the last lull week of April, was a brt of a damp 
squib as far as the horn* computer industry was concerned. Only 
a handful albeit a fairly large handful, of software and hardware 
companies exhibited at the show, which was a quiet, slow paced 
affair according to most o bservers. 

Amongst the names included in the show guide were Mir- 
rurwft who brought Biggies along to the Press Day and demoed 
early versions of Biggies, Dynamite Dan If and Reflex, and 
Rainbird, who used the show to announce tie-ins with both Level 
9 and Magnetic Scrolls (a company specialising in adventures 
written for 680O0 based machines I - Seyorid was the only other 
wing of British Telecom present — Firebird stay ad at home on the 
nest for the duration of the show Mastertronic Mikro-Gen 
DureM, Cheetah Marketing, and Bubble Bus also took exhibition 
space — Tom Pressor was available on the Bubble Bus stand to 
demonstrate an early version of his game Icicle Palace, which 
features trainee meg a- hero and pant time Space Council worker, 
Nick, on a quest to recover his 1600 Turbo Cruiser, pinched by a 
joy-rider. Nick finds himself inside a giant thermionic reactor, and 
has to find eight sections of the reactor and dispose of them 
appropriately in order to prevent a race of evil aliens from 
attaining galactic domination. 

Very fitfle in the way of new home computer product was in 
evidence: Amstrad staved away, even though their range of 
Consumer Electronics equipment is much wider than home 
computers. The most popular area of activity was Satellite 
Television — half a dozen companies were pointing giant dishes 
into the ether, plucking out foreign TV broedcasts for the 
amusement of visitors to the show. One lady spent most of her 
time chucking the contents of ashtrays and cat litter boxes onto a 
square of carpet and vacuuming the mess back up, while row 
upon row of sficfc telephones looked on from their niches on other 
stands. It looks like the Personal Computer World Show in 
September is stilt set to be the main event of the home computing 
year. 



(EATER METER 



STfeSftSfc \ « ays 



» ****** &S528l$S 

ver/ own \he T queue tof I 
npnew of both | 

bringing J2££ l SSSthJ s°v» d 

i gry soon . 



PLAYERS 
PLEASE? 



Richard Jones of Interceptor 

was at the CES show, proud to 
be launching a new budget label 
— Rayara, Players games will 
sell for £1,99 retail, and the 
range kicks off an 29th April with 
sixteen titles for the popular 
machines. 

With luck, we should be taking 
a look at the Players m the neat 
issue — Richard had examples 
of the packaging and a very neat 
promotions r video on his CES 
stand* but no games running so 
we couldn't get a sneak preview 
organised In time for these 
pages J Lots of work has gone 
into the packaging design as 
well as me software, Richard 
assures us, and the new Inter- 
ceptor venture aims to catch a 
significant share of the budget 
market. 

fijc/wft/Jofffs o f fnt ercepf or, and now PtojWrt fatinchmu hit 
now tmhut mt thm CES ihow. Am y&u cm mmm T staying ativm in 
e j* a cam* of knowing how to kmmp mM 
rmttewmmm 
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FIREBIRD SET-TO IGNITE THE 
ADVENTUREMM WORLD 




The main contract signing extra- 
vaganza of the CES show invol- 
ved British Telecom's self pro- 
claimed leading edge' label 
Firebird, and adventure masters 
Level 3. 

Pictured here, gathered round 



STAR HITS 
CES SHOW 



The onty STAR attraction at the 
Consumer Electronics Show 
was arranged by Mirrorsoft who 
invited the real Biggies to their 
stand to take a look at how work 
was progressing on the game of 
the film. Well r not the REAL 
Biggies, he didn't exist silly. Neil 
Dickson, star of the film which, 
as they say, 'should be at a 
cinema near you' right now. 

A few more words about Big- 
gies the computer game appear 
in the Preview section this issue 
and we hope to bring you a full 
review next month. 
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the contract signing table on the 
Level 9 stand, are Tony Rainbird 
and Paula Byrne from Firebird 
and three members of the Aus- 
tin family tying up the deal. 

Rainbird will be marketing 
selected Level 9 products in this 
country and in the USA — the 
first of which is to be a revamped 
version of the Co/oss&f Advent- 
ure, Dungeon Adventure and 
Adventure Quest trilogy. The 
Level 9 team are currently hard 
at work adding graphics to the 
trilogy and improving the lan- 
guage parser used in the orig- 
inal versions of the three adven- 
ture programs. A second multi- 
load adventure* provisionally 
tftied Knight Ore, should be 
ready for release on the Rainbird 
label during September and a 
third Rain bird/ Level 9 release is 
scheduled for December this 
year, 

The agreement between Rain- 
bird end Level 9 allows the 
Austins to continue as an inde- 
pendent software house, writing 
and marketing adventures 
under the Level 9 label — The 
Price of Magik is virtually com- 
plete, and should find its way 
into the shops any day now. 



OFFICIAL NASA 

Space Shuttle 
Mission Emblems 
&Caps 

As worn by the 
Shuttle Astronauts! 



A unique opportunity to collect a piece of Space Exploration is YOURS. 

Direct from the Official NASA supplier these individual exquisitely 
designed and embroidered multicoloured patches each represent a new 
chapter in the history of the Space Shuttle. 

Now YOU can collect them, display them in frames, on your 
A clothes orunder the g lass of you r coffee ta ble, however you 
decide you will be proud to own them. 






rf *gm Caps 



Enterprises 



reaching for the stars 



For catalogue send a LARGE SAE to: 
46 Ferndale Park, Psdmora, 
Stourbridge, West Midlands, DY9 ORB, ENGLAND 




PROGRAMMERS 






QU 



Major software house based in London requires 
additional Programmers and Graphic Artists to work on all 
machines for conversion and original work from either 
storyboard or own design. 

A studio environment with development systems, 
graphics, music and technical support Is mailable If 
required. 

All applications will naturally be treated in the strictest 
confidence. Please apply with your CV and samples of your 
to: Box Ho. G101, HewsHeU Publications, 1-2 King 
Shropshire SYS 1AQ. 
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Quite by chance ) had become a 
quest of Ariolasoft, launching 
their Go/f Const/uctiGf} Set at 
Wentworth. This is of absolutely 
no relevance to anything as it 
will never appear on the Spec- 
trum — though the remark of 
one Christ Think f) Palmer, that it 
may encourage you all to buy a 
decent machine is more inter- 
esting! Keep sending the mon- 
ey. Palmer, if you want to escape 
the wrath of Spectral Mafia or 1 
may tell them where you live ! 

I did do some sweet talking 
though and , yes, here at last is 
that photo of the lovely Mandy 
Barry indulging in a little, inno- 
cent bondage with two cowboys 
— a sight previously only tho- 
ught fit for the sick m inds of C64 
owners! Is that the sort of micro 
you want to own? 

This month's mega-lunch aw- 
ard goes to Hewsons though. 
Their Waldorf bash was so pres- 
tigious even Graeme emerged 
from his Ludlow den and with 
him the delightful Hannah on 
her first official outing. The oc- 
casion was, of course, the 
launch of Qu&zatron. Steve 
Turner is back on top form and 
never one to slop for rest (An- 
drew Hewson won't let him!) 
he's already writing the next test 
of strategy and reflexes, 

Accompanying this was pro- 
bably the best meal I'll eat all 

Cr — though other software 
ses are urged to try to better 
it! A three course sit down job 
with good company too. Inevit- 
ably the main topic of conversa- 
tion was Am strati's buy out of 
Sinclair, Nobody was able to tell 
me if AJan Sugar's purchase of 
all Sir Cfive's trademarks inc- 
ludes that unmistakable shiny 
dome? Will the balding boffin 
now have to pay royalties on his 
pate or wear a toupe? I think we 
should be told! 



the prrs 

r think we should also be told 
why the CES show was So fee- 
ble. The Spring, preview of all 
that is electronic in home enter- 
tainment was meant to be a 
major hash, Instead no Amstrad 
— or any other hardware com- 
pany — no Act Vision, 
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Free Lunch 
and Loneliness 
at the CES 

There are many ways of obtaining bargain air travel but none 
so cheap as getting deported. Quite what I was doing in that 
state of undress at that time of the morning in central 
Stockholm is a story in itself, but as it has nothing at all to do 
with computers it will have to wait. This has been a packed 



! was personally escorted from the plane at Heathrow 
under orders never to return — which I will — just in time to 
thumb a lift from a passing executive coach, A strange 
recognition of faces dawned through the alcohol induced 
haze. Good God — the computer press! 



soft, Ocean, U.S. Gold. And 
where were the visitors? There 
was even talk of last minute 
advertising to open the hitherto 
exclusively trade show to the 
general oiks. It was so empty I 
had half an hour on a sun bed 
before anybody noticed I 

One visitor who had obviously 
hoped to sneak in unannounced, 
late on the last day, was Sir Clive 
Sinclair {TM Amstrad Consumer 
Electronics pic} himself. How 
strange to suddenly find myself 
next to him in an Olympia bar — 
a location matching its lack of 
comfort with extortionate pri- 
ces I Fumbling for the correct 
form of address for a Knight of 
the Chip I missed the chance to 
ask him a real question. Why 
was he there? Was it to suss out 
the competition in the cordless 
telephone or satellite receiver 
dish fields — both of which he is 
interested in? My guess is not 
There were plenty of car radio 
aerials on display , so probably 
he was looking for the best to 
flog from the boot of a C5 — 
considered by many to be a 
sound marketing tactic! 



CLOUD LONELY 

I wandered damn near lonely as 



a cloud, Some bright things to 
report such as Mastertonic cele- 
brating their second birthday in 
style with their chateau bottled 
brew — though sources inform 
me that gorgeous Alison Beas- 
ley was up all night converting 
Carlsberg cans with sticky lab- 
els! Mikro-Gen were previewing 
Equinox, a new arcade adven- 
ture with superb graphics, and 
dropping hints about Ricky 
'Stainless' Steel — a hero who is 
definitely not in the Walfy mode. 

Mirrorsoft had the biggest 
stand for Biggies and poor Pat 
Bitton and the gang were risking 
insanity from constant exposure 
to the film's irritating theme. 
Meanwhile Cheetah are follow- 
ing up the spectacular Spec- 
Drum with a bargain basement 
sound sampler which digitally 
records noises for musical play 
back. Inevitably some wag had 
programmed in a flatulent effect 
and was busy farting around up 
and down the scale. Thank God 
they've not developed a smell 
synthesiser. 

Round the comer Dave 'Cud- 
dry' Carlos was busy peddling 
porn — or should that be The 
Pawn, No, it's definitely the 
former — an adventurer s wet 
dream I It's also the second piece 
of software to get mentioned 
here that will never appear on 




The Dark Stdo of Computing: Gargwous Pouting Software Bondage 
Bird Amanita Barry, Pnwiouwir onlyth&u^ht surtabla ' 
owners, this 



tor tha #ps4 of 
now bat 



The humble Spectrum. Also on 
the Rainbird stand was Paula 
Byrne, still hung over from her 
farewell party at Melbourne 
House, two days before I 

BAXTERED! 

Further round the bend and 
Beyond with a decidedly dodgy 
video. No — not that sort but a 
poor quality preview of games 
to come. Through the snow I 
managed to decipher a new 
Mike Singleton mega -offering. 
As I did so the previously ami- 
abFe Eligible Baxter pounced. 

You've got a printer belong- 
ing to one of my clients, 1 he said 
in cla rm-you -can 't-deny tones . . 
► so I didn't deny it. Indeed I do 
have an Ibico LTH-1 Letter Qual- 
ity printer, as distributed by 



d indeed I have been in- 
tending to review it but , , . So we 
did a deal. Here, first, is the 
Hunter S Minson review for this 
month. 

The LTR-1 ts a good quality 
printer, capable of handling A4 
paper and producing pretty nifty 
results for the price via its test- 
ing, I can tell you My only com- 
plain! is that it sounds like Sir 
Thomas BeechanVs description 
of a harpsichord I 

Which brings us to Mike s part 
of the deal. Obviously Saga can't 
sell the thing — stained as it is 
with spilt Bloody Mary — so 
they're going to offer this fine, 
albeit secondhand, device as a 
competition prize. Just write in, 
to the usual address, (Third 
Bloody Mary on the Left, CRASH 
TOWERS, PO Box 10, Ludlow, 
Shropshire, SYS 10B) remind- 
ing us just what Beecham's 
description was (and it wasn't 
'likeanLTRTf) 

First out of the cocktail shaker 
on 26th June gets the chance to 
print out junk like this. 

And while I'm creating work 
for the post room, I've a request 
for help. There was a rumour 
round CES that (name removed 
at insistence of publisher's law- 
yers! is in fact a werewolf I 
Anybody offering proof of this 
leading industry figure's lycan- 
thropy will be richly rewarded! 

Right — that's enough of this 
drivel for now. It's that cocktail 
time of the morning again and 
I've already overfilled my space. 

Next time, I'll be bringing you 
a Hewson attempt to get in the 
Good Lig Guide two months 
running. And if Graeme would 
like me to fly to Chicago to cover 
the American CES — which has 
all the razrnataz this one lacked 
— I wouldn't be in the least 
surprised. What would surprise 
me is, if he'd pay for a return 
ticket! 

Yours in food and tigging 



Minson 



£9.95 for AMSTRAD 464/664/6128, ATARI 64 K, BBC 32K, CBM 64. MSX 64K. SPECTRUM 48/1 26K 



THE PRICE OF MAGIK 




AS YOU RISE FROM SORCERER S 
APPRENTICE TO SUPREME WIZARD 
THE PRICE OF MAGIK 
WILL KEEP YOU SPELLBOUND 



Send a large S.A.E for FREF POSTER and mail order details to: 
Level 9 Computing, P 0 Box 39. Weston Super Mare, Avon, BS24 9UR 



octahedron off the top « M 
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Producer: Electric 
Dreams 

Retail price: £9.99 
Author : Paul Shirley and 
Phil Churchyard 



fang i rig in nether space, 3 
region only recently dis- 
covered by the dimension 
dabblers, is Hangworld, a place 
of incredible wonders just wait- 
ing to be explored. And yes YOU 
have been chosen from a list of 
millions to be the lucky soul who 
gets the chance to take part in a 



journey of adventure and excite- 
ment charting out a brave new 
world. Not fooled? Okay, you'd 
better have Ft short and sharp 
then: Your government wishes 
to inform you that you have 
been conscripted to serve in the 
military Cartographers Corps. 
Miike your way immediately to 



the local Cartography Office 
where you Wffl receive further 
information. Failure to conscript 
will result in dissolution. You 
have been warned. 

So, you pack up your belong- 
ings and prepare for a stint in 
nether space under the watchful 
eyes of the army. Nether space 
is the place where boys become 
men and men become dead, A 
rather hefty chunk of space is 
designated for your exploration 
— no less than 385 sections — 
but only a ridiculously small 
amount of energy is allocated to 
your exploration craft, Nervous- 
ly sitting within GERALD, you 
craft's famfliar name, the trans- 
ducers hum and reality flickers 
out of view only to be replaced 
with Hangwodd, a place of 
major danger, just waiting to 



destroy those who venture 
there. 

As Cartographer Private, your 
Cartographer's Handbook expl- 
ains, you have been allocated an 
area of Hangworld and must 
explore as much of it as you can. 
Such exploration is rather ex- 
pensive, owing to the large 
amount of energy used by the 
reconnaissance craft in your 
command. Consequently, re 
emits are encouraged to find 
and collect energy crystals that 
are to be found around Hang- 
world. As the reconcraft comes 
into the immediate vicinity of a 
power jewel, its plasmagrabs 
are automatically activated and 
the crystal is collected and con- 
verted into pure energy. 

Sitting within your craft, the 
view of the outside world comes 
via a computer monitor — an 
image showing the surrounding 
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"Spindizzy is one of the 
most addictive games I've 
ever played on the Spec- 
trum The game rates high 
011 originality owing to 
some very nice features, 
such as changing shapes, 
speed control ana very fast 
changes in viewing angle 
— of course all these meant 
that the sound had to suf- 
fer, but the writers still 
managed to get in some 
good effects whenever 
possible. I loved trundling 
around the area and just 
seeing what all the places 
m this strange world look- 
ed like. All the other little 
features are very well ani- 
mated — the lifts are espe- 
cially good. Spin dizzy is 
one of the fastest maze 
games I've played, and 
flicking between the sera- 
ens is very smooth. Electric 
Dreams 1 latest release wilt 
keep all sorts of people 
attached to it for ages. Buy 
it. and see if you're one of 
them, " 



section from above with GEJ^ 
ALD displayed on screen, Obv- 
iously, the image presented to 
you is computer interpreted, 



and as such is 3 bit lacking in 
detail, though there's enough 
visual information for you to 
negotiate the obstacles that 
encumber progress, The scan- 
ner is quite a versatile bit of 
equ ipment and its viewpoint can 
be rotated through four different 
vantage points. This is a handy 
feature if the craft is out of view 
behind some Hangworld scen- 
ery. If GERALD is guided off- 
view, then the scanner automa- 
tically ftipsto another section. 

Controlling GERALD should- 
n r t present too many problems, 
even for a rookie cartographer. 
Four directional control are 
supplied to propel GERALD al- 
ong the ground. While GERALD 
is rea 1 1 y desig ned for te r ra f i rma, 
it's possible to take to the air, 
though gravity quickly returns 
you to land. The fire burton 
activates GERALD'S turbo unit 
which greatly increases your 
maximum speed. With a little 
practice, you can use the many 
inclines and ramps in Hang- 
world as jump off points for 
acrobatic feats — such manoe- 
uvres are important if you are to 
map out the entire sector that 
has been allocated to you and 
GERALD 

GERALD has polymorph cap- 
abilities. At a mere keypress the 
person in the driving seat can 
change GERALD'S Form into a 
ball, tetrahedron or gyroscope, 
Each incarnation has its own 
particular quirks when it comes 
to response to the controls, and 




though no one form has any 
strong advantage over the ot- 
hers, personal choice usually 
soon decides on one of the three 
you'll stick with. 

Another aid to exploration is 
the lift system to be found ar- 
ound Hangworld, Left by an 
ancient civilisation long since 
departed, the system comprises 
a number of lift activator pads 
each bearing an insignia. Wan- 
der over one of these and all the 
lifts bearing that insignia are 
activated. Only two different 
types of lifts can be activated at 
once, and a scanner at the bot- 
tom left hand side of the view- 
screen shows which lifts are 
operative. 

Another handy on-screen 




'Well thank heavens for 
that! Electric Dreams have 
finally put out a good 
Spectrum product. Spin- 
dizzy almost makes up for 
the crime of releasing Win- 
ter Sports (nearly but not 
quite}. Spindizzy realty is 
very good indeed and is 
even original to some 
extent though it does look 
like it was ultimately ins- 
pired by Marble Madness. 
The control animation and 
graphics are all top hole, 
especially the 3D effect 
that ddds a new slant on 
the Alien 3 style of game. 
While it's immediately gr 
est fun to play, there's a lot 
in Spindizzy to keep any 
Spectrum gamester glued 
to the screen. Overall a 
game that is not worth 
missing. w 



window revels how many sec- 
tions remain unmapped. Press- 
ing the map key draws up a 
screen which details the sec- 
tions of Hangworld which have 
already been mapped out. 

While Hangworld is under 
exploration, a time indicator 
shows how much time remains 
before GEflALD's energy supply 
runs out. Extra time can be won 
by collecting power jewels, but a 
large chunk of exploring time is 
lost if GERALD is guided off the 
edge of a section into the ob- 
livion in which Hangworld is 
suspended, as an enormous 
amount of energy is needed to 
transport you and GERALD back 




M Brilliant! Spindizzy is by 
far the best maze game I've 

«ayed on my Spectrum, 
le graphics are superb, 
and the over-responsive- 
ness of the controls really 
adds to the game. It repre- 
sents a really biy challenge, 
and plays very welt indeed. 
I don't think I can criticise it 
much, apart from the fact 
that it would have been 
even better if the character 
set had been altered. Beg- 
inner's levels, play ability, 
actdictiveness, good pack- 
aping: Spindizzy is a really 
nice game. Buy It : 1 think it 
represents State of the Art 
on the Spectrum today. " r 



to safety. Falling off ledges or 
leaping ramps over-enthusias- 
tically also results in energy 
losses. 

Should time run out, you are 
regenerated an Earth only to be 
sent back to Hangworld once 
more to restart the mission. If, 
however, you return with your 
allocated section completely 
surveyed the Government al- 
lows you to resume the life of 
Private Citizen rather than Priv- 
ate Cartographer, and an Hon- 
ourable Discharge from the Car- 
tography Corps is your reward. 



COMMENTS 



Control keys 

: Ke 




_ys: redefinabfe 
Joystick: Kemps ton 
Keyboard play: responsive 
but tricky! 
Use of colour: neat 
Graphics: stunning 
Sound: emn . . . pardon 
Skill levels: one 
Screens: 385 
General rating: A very neat 
game — a very neat variant 
on the maze /mapping 
theme,, brilliantly done 

Use of computer 92 % 

Graphics 94% 

Play ability 94% 

Getting started 91% 

Addictive qualities 94% 

Value for m o ney 9 1 % 

Overall 93% 
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fnd so the saga of the 
Magic Knight continues, 
with David Jones' follow- 
up to Finders Keepers and Spell- 
bound. 

Knight Tyme picks up where 
Spetihound left off. Having 
released the wizard Gimbal from 
a nasty predicament at the end 
of Spellbound, Magic Knight is 
free to potter back to 13th 
Century England and the 
comforts of home. However, MK 
is understandably exhausted 



Producer: IVlastertronie 

Retail price: £2.99 
Author: David Jones 





after his ordeals and his mental 
concentration is flagging some- 
what. In an off moment he mis- 
casts the spell to take him home, 
and lo and behold, he finds him- 
self transported not to Medi- 
aeval England as he had 
expected, but onto the deck of 
an interna lactic star cruiser in 
the 25th Century 

The culture shock alone 
should have been enough to 
finish off poor old Magic Knight 
once and for all. He's a resilient 
fellow, mind, and he has the 
good fortune to be presented 
with a Datacube once he arrives 
on the space ship which helps 
him h) acclimatise to the new- 
found surroundings, Datacube 
or no Qatacube, Magic Knight is 
singularly unimpressed with life 
on a sophisticated starcruiser 
and longs for the comforts of 
home — the odd bout of bu bo n i c 
plague, rusty armour in the 
winter and being hungry all the 
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" I still play Finders 
Keepers at home so I was 
very pleased to play this 
one. This has to be the 
most outstanding piece of 
cheap software I've seen 
since I started reviewing 
for CRASH, two years ago. 
Perhaps all 128K software 
will be like this . , . but I very 
much doubt it. I can't really 
see myself getting bored 
with this one for a long 
time as it is very compel- 
ling. The graphics are 
excellent, all the characters 
are detailed and well 
animated and the back- 

8 rounds are very colourful, 
ly only gripe is that there 
ts a bit of colour clash. The 
sound is atso excellent: a 
tune plays throughout the 
game and there are some 
spot effects. I strongly 
recommend this game to 
all 128 owners — and the 
46K version will be snip as 
well. You couldn't hope to 
find a better piece of 
budget software. " 



time. He's understandably 
anxious to find his way off the 
Starship USS Pisces. 

This is not a simple task. He 
must find all the pieces of a time 
machine so he can assemble it 
and travel to his own time. The 
Paradox Police are waiting thirty 
days into MK's future, so there's 
a time limit in the game — if our 
tin suited hero doesn't locate the 
Tyme Guardians and get back 
into the past quickly enough, 
hell end up in clink. Five Eyed 
Jack, king of the Space Pirates 
must also be avoided according 
to the inlay — he's a really nasty 
piece of work. A close watch 
must also be kept on Magic 
Knight's energy and happiness 
levels, for if they fall too low, he 
expires. 

The first problem to be solved 
involves getting the human 
crew members to acknowledge 
your existence. Officially, Magic 
Knight is a stow-away, so in 
order to ingratiate himself with 
the crew of the USS Pisces he 
must somehow obtain an identi- 
fication card — they're onty 




JP Hooray! The follow up to 
one of my favourite games 
of *85 arrives, and a very 
good game it is too. The 
Windowmation is still an 
excellent piece of program- 
ming and adds to the game 
just as, if not more than the 
original system. The 
graphics are very good, 
and the sound is superb. 
For £2.95. ft s brilliant value 
for money. I think Master 
tronic had better get lots 
and lots of copies of this 
run, cause methinks rts 
gonna be a hrt. " 



prepared to hear the voice of 
officialdom. Thedroid members 
of the crew and Derby 4 — the 
Transputer — aren't quite as 
snobby as the human con- 
tingent If you ask them nicely 
they may even help you get the 
ID card , , - This isn't much use on 
its own, as it is blank, MK must 
find a camera and some film and 
by being creepy to the robots on 
board, he has to arrange to have 
his photo taken, and then add 
the snapshot to the ID card 
which then confers an auth- 
entic' identification to the 
wearer. Once this is done Magic 
Knight can start giving orders to 
the crew members and begin 
bossinp them about — very 
satisfying after their early 
rudeness. When the pilot has 



" Knight Tyme is the first 
'proper' game on the 128 
and I must say that I was 
very impressed. I thought 
the 128K version would 

1ust have more locations, 
Hit David Jones has cert- 
ainly made full use of the of 
die 128K's features, The 
game ts a very good follow 
up to the mini-Spwtruiti 
games, and combines 
some old ideas with some 
new ones. The thing that 
did impress me was the 
very olde wurlde music: 
this suits the game perfect- 
ly and doesn't ask to be 
turned clown as on some 
games. I still love the way 
the Knight bounces around 
and can pester the little 
innocent creatures that 
roam around, by asking 
them to push off or go to 
sleep. The fame again uses 
the beautiful windowing 
techniques that were 
employed in Spellbound, I 
would say thai this game 
will well satisfy any 126K 
owner who's moaning 
about the 12SK software 
machine, and at the price, 
'you cant go wrong 
John'. " 



been provided with the appropr- 
iate equipment, Magic Knight 
can order him to drive round the 
galaxy — and a neat space-flight 
sequence pops onto the Bridge 
viewscreen during flight- 

The player interfaces with the 
game via an improved version 
of the user friendly window/ 
menu system that was christ- 
ened Windowmation in Spffff* 
bound. Using either the Joystick 
or keyboard P commands are 
given by selecting options from 
a series of nested menus that 
window onto the screen. A wide 
range of activities is catered for, 
including examining objects 
and characters in the game, 
giving orders r reading things,, 
calling up status reports and so 
on. New options appear on the 
main menu as the game pro- 
gresses and problems are 
solved. 

The crew of the USS Pisces is 
an untidy mob — objects litter 
the decks. Some of these are 
helpful when it comes to solving 
the problems buried in the 
game, while others can be used 
to barter with the crew of the sta r 



cruiser. Magic Knight must 
somehow locate the mythical 
Tyme Guardians if he can a nd p if 
indeed they even exist, they'll 
supply him with his ticket home. 

Sixteen separate characters 
can be found in the game, and 
there are nearly fifty locations 
for the USS Pisces to visit. Not 
ail the planets are explorable, 
but the habitable ones are 
accessible via the transporter — 
once it has been fixed. Mayic 
Knight must also get the co- 
ordinates ripht on the transport- 
er or else his I ittle tin molecules 
will be artistically splattered 
across the cosmos. Most of the 
parts of the time machine can be 
found on the planets, and some 
star bases contain communic- 
ation centres which provide use- 
ful information. 

Apart from the problem- 
soJving aspect of the game, 
there's a fair old strategic 
element. Ifs vital to keep Magic 
Knight's strength up, but the 
player also needs to monitor the 
status of the other characters in 
the game and keep an eye on the 
condition of the Starship itself. 

Don't forget — if Magic Knight 
never escapes from the confines 
of the USS Pisces, there won't 
ever be another Magic Knight 
game 




Control keys: A up/jump, Z 
down, N left, M right, 
SPACE fire 
Joystick: Kempston, 
Cursor, Interface 2 
Keyboard play: responsive 
Use of colour: pretty, and 
tidily done 
Graphics: cute littfe 
characters, nice 
backgrounds 
SourMf continuous jolly 
tune 

Skill levels: one 
Screens: 50 (25 in the 48K 

version) 

General rating: Another 
excellent arcade adventure 
from David Jones. 
Stunningly good value for 
money. 

Use of computer 90% 
Graphics 89% 
Payability 91% 
Getting started 89% 
Addictive qualities 93% 
Value for mo ney 98 % 
Overall 34% 
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Jwlild, meek and very wimp- 
#WI isn reporter Kevin Oliver 
» " awakes outside a hospital 
with absolutely no memory at 
all, an empty camera in his hand 
and some small change. Obvi- 
ously bedazed by his situation, 
the puzzled reporter searches 
his synapses and finds three 
words: two of them make up his 
name, while the third is puzzl- 
ingly meaningless — "KWAH'. 
As any amnesiac reporter 
would, Kevin says the puzzling 
word and Katolamm L , what was 
previously a wimp is now a 
muscle encumbered man of 
steel dressed in red with a range 



"Apart from the innova- 
tive stuff, Red hawk is rep- 
lete with all the features 
that are needed in a com- 
petent but more traditional 
adventure game- Red hawk 
is easily accessible and 
shoutd appeal to people 
who are only interested in 
arcade games, as well as 
hardened adventurers. The 
game realty is something 
new in the adventure wor- 
ld—it has lost the ele- 
ments of drudgery that 
many arcadesters accuse 
adventure games of poss- 
essing, As such any Spec- 
trum owner would he well 
advised to keep an eye out 
for this novel release. The 
plot and actual game is full 
of humour and it is a very 
relaxing way of passing 
time with your computer. 
Anyway, it's great fun to 
shout KWAH' when you're 
in a tight spot, I can't pro- 
mise it'll turn you into a 
muscle rippling mega hero, 
but it should raise the odd 
eyebrow from anyone in 
earshot. ri 



of super powers as matching 
accessories. And then Redhawk 
remembers his mission to hin- 
der the course of evil upon 
planet Earth. Another quick 



KWAH teter and Redhawk 
back into his civilian identity. 

After a bit of interaction with 
the surrounding scenery and a 
little weeny read of the inlay; the 
problem to be solved soon 
Becomes frighteningly appar- 
ent. Some incredibly naughty 
person has decided to bomb the 
focal nuclear reactor. If the 
device deposited there does 
manage to pop its cork then it's 
goodbye to at least three quart- 
ers of Kevin's home town. 
Obviously something must be 
done, and the only effective sol- 
ution seems to be a Redhawk 
one. 

Despite Redhawk's rather 
impressive physical endow- 
ments, the answer to this part- 
icular problem doesn't depend 
totally upon brawn. Brain is the 
major talent needed to prevent 
the surrounding countryside 
being littered with bits of power 
station. The first thing to do is 
get a job at the Daily News as a 
freelance photographer. This 
aives Kev a supply of money as 
long as the Editor get a supply of 
crime pieties — quite an easy 
task when you're secretly a 
trendy superhero a round-town. 

Six hours are available to 
Kevin /Red hawk before the 
bomb goes blam. To solve the 
problem of the exploding power 
station, our reddened hero must 
first sort out the mystery of who 
actually planted the device. As 



different characters are encoun- 
tered and interrogated a verita- 
ble web of intrigue becomes 
apparent. Including the super 
hero himself, there are six main 
characters in the game, plus four 
supervillains who hinder the 
crusader along the way to truth 
and justice. 

To complicate matters, most 
of the people around the place 
have a motive to destroy the 

Eower station and it's up to 
edhawk, the great detective, to 
decipher who is behind this 
rather dangerous malarky. Once 
that's solved, then a way to 
prevent a rather nasty mess in 
the power station should be- 
come apparent, 

Like all superheroes, Redhawk 
finds his doings closely moni- 
tored by the media, and Red- 
hawk' s popularity rating fluc- 
tuates according the number of 
criminals he apprehends or al- 
lows to escape- If he gets really 
unpopular, no-one will talk to 
him — which makes solving the 
mystery rather difficult, but if 
Redhawk spends too long bask- 
ing in glory and apprehending 
wrong-Soers, he won't have 
time to investigate the dastardly 
plot that threatens the entire 
cfty. A fine balance has to be 
maintained throughout the 
game i - . 



" The cartoon style graphics add tremendous 
atmosphere to Redhawk, and are very quick on the 
draw. Speed in adventure games is fairly rare, but 
Redhawk keeps the plot and action on the move by 
using key word entry from a menu on the bottom of the 
screen — a great aid to one-finger typists like me! 
Multiple commands can be entered, making the whole 
g a me less of th e u su at typing exercise- 1 ntera ct ion with 
other players is difficult at first but becomes easier 
with practice. Being in charge of a costumed superhero 
is quite a responsibility — but not one to be taken too 
seriously in this game. After all r he does wear his 
underpants over his trousers! Have some f un, go say 
"KWAH" wear the badge and have a go at being a 
superhero . . . " 



Redhawk marks quite a dep- 
arture from the usual format of 
adventures adopted by most 
software companies nowadays, 
including those produced by 
Melbourne themselves, Devel- 
oped hy Simon Price and Mike 



" Being an arcade freak, I 
don't often get the chance 
to pLay adventure games 
let alone comment on 
them,, so I was suite ple- 
ased when I found this one 
hi my In Tray, h took me a 
good while to get the hang 
of Redhawk as it contains a 
lot of revolutionary ideas 
and new concepts in input 
and output- The game itself 
wasn't instantly playable 
but then again to me, most 
adventures aren't f After a 
few games, however, I'd 
really got into the spirit of 
Redhawk. The screen lay- 
out is very effective and the 
graphics used in the comic 
strip, although not fantas- 
tically exciting, are very 
well drawn and add excel- 
lence to an already good 
parne. Issuing commands 
is fairly straightforward so 
it is never really a problem 
getting Kevin /Redhawk to 
do the things you want him 
to do. Generally I quite 
enjoyed playing Redhawk 
as ~rt is good fun. Tm not 
sure quite how long I 
would play it — for me, as 
an arcade gamester, it 
wasn't all that compell- 
ing. M 



Lewis under the name of Sil- 
houette Software Systems, the 
whole project is an extension of 
Adventure Games on the Arns- 
trad, a book the two lads wrote 
while they were still at polytech- 
nic The best way of describing 
Redhawk is as an interactive 
comic strip — the way the game 
works is hardly surprising as 
Simon Price scripts a comic strip 
by the name of Redfox. The 
main idea behind Redhawk, and 
principal difference between the 
game and most other adven- 
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lures, is that although it's not an 
arcade game, all the action takes 
place in real time with the situ- 
ation and characters constantly 
being updated as text is input by 
the user. With a set of cartoon 
frames running across the top, 
the screen action is shown in 
classic comic book style as 
Kevin/Redhawk obeys the play- 
er's commands. Each new com- 
mand entered by the player 
affects the cartoon frame on the 
right of the screen, and the 
frames scroll to the left, making 
a mini cartoon strip which is 
continually added to as the 
game unfolds. 

Interacting with other charac- 
ters is fun r as speech bubbles 
superimpose themselves on the 



Overall 91% 



action frames and speech scrolls 
itself across. Using the SAY 
command opens a little cloud- 
like speech bubble above our 
hero and text pours out for the 
benef it of anyone on screen who 
may be in listening range. All the 
while a real time clock shows 
what the time is as the minutes 
to doom slowly tick away. A very 
competent attempt at 
multitasking. 

Though wimpish, Kevin has 
access to enormous power at 
the mere whisper of 'KWAH r , 
That power is far from infinite, 
and there's a little meter there, 
on screen^ to prove it Such 
superhero activities as flying 
and fighting sap away the old 
super powers untii— 'KWAH r — 
the poor chap is zapped back 
into his human form for a tittle 
rest and recuperation. The 
Superhero batteries are slowly 
recharged while Red hawk is in 
Kevin mode. 

The main problem with the 
Kevin incarnation is his inability 
to move around easily — he has 
to rely on taxis and the train 
system. The Dally News is a bit 
of a tight outfit as no matter how 
many receipts Kev collects. 
Nigel Barlow, the mean Editor, 
won t give back any money on 
expenses- that really takes all 
the fun out of journalism. The 
only way to fund travel is to sell 
photos to the paper as the tran- 
sport facilities cost a rather 
excessive pound a trip I As the 
player becomes acquainted with 
the local geography it's possible 
to save money by FLYing to 
destinations in coped crusader 
mode, but this uses up Super 
energy. 
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Producer: Vortex 
Retail price: £7.95 
Auth or: Marc H a i g h 
Hutchinson 



Alien Highway was written 
J by popular demand' as a 
sequel to Highway 
Encounter and is a souped up. 
modified version of the original 
game, 

This time your target is the 
Alien Empire, a vast complex 
which is essential to the aliens' 
survival. Once again, you are in 
control of a drain, or Vorton, but 
this time there ere no lives — a 
single robot is supplied and it 
has to be recharged from power 
points along the high way r as 
contact with the aliens or their 
weapons saps vital energy. 

The ultimate aim of the garne 
is to shove a mightily powerful 
explosive device — me Terra^ 
tron — all the way down the 
h ig h way to th e g ates of the Al ie n 
HQ where it can detonate and rid 
the world of nasties funtil the 
next game r at least), The Vorton 
accelerates forwards at great 
speed but slows down quite 
slowly if left to its own devices, 
so some nifty control manipu- 
lating is called for to make it 
behave according to your 
wishes. As before, the Vorton 
has to be pointed in the right dir- 
ection and then moved. 

The Aliens have fearnt their 
lesson from Highway Encounter 
— the road to the Empire is litter- 
ed with obstacles and alien nast- 



ies. To add to the fun, the edges 
of the highway are electrified 
and burn a clumsy Vorton touch- 
ing them to a frazzle. Once 
again, certain objects on the 
roadway can be moved by firing 
al them with your lasers and 
then used to block the path of 
some aliens, ensuring a safe 

fassege for the Vorton and 
erratron. 
Hairy lasers' are still fitted as 
standard equipment on Vortons, 
and make suitably short work of 
aliens. En route, the Terratron 
must be re-charged seven times 
SO that ft r s in tip-top condition 
when it arrives at the Alien 
Empire: keep en eye out for the 
Regeneration Stations. 

The status area at the bottom 
of the screen shows how low 
your energy levels are getting, 
the t ime that re mai n s in which to 
complete the mission and how 
many of the seven re-genera- 
tions your Terratron has been 
given. Without the full comple- 
ment of regenerations the bar- 
rier guarding the alien complex 
is impassable. 

The new highway spans thirty 
screens, as before, but this time 
there's a random element which 
governs the way the game sets 
up — map-makers won't have it 
all their own way I 



CRITICISM 



9" Veah! This one is very nice, 
it forms a worthy successor to 
Highway Encounter. The graph- 



Trundle* tmndte, trundi* gons f ft* Vorton, Them's a mi sty 
uini-ev^d monster lurking just down the rn*d- Time to think 
shout using the Hairy Lasers f 




ics are excellent, and move 
beautifully smoothly. Alien 
Highway is a real pleasure to 

Gay; the level of difficulty has 
len pitched just right to make 
It frustrating, yet fabulously 
addictive. I can't really find 
much fault with rt. A turn could 
have improved it a little, but the 
spot effects are satisfactory and 
trie play ability and addictive- 
ness make up for any aural 
deficiency. " 

Vortex's fast release, High- 
way Encounter, was bri/tiant 
Now the f of low- up has arrived 
and can they keep up the stan- 
dard? I'm gfad to say they c&n r 
A /though the game tooks like its 
forerunner and is based on the 
same idea, f /ike it, Vortex have 
chucked in a new story fine end a 
few new sprites to contend with. 
You stiff have to advance up (he 
highway, and the game is fun 
and challenging. Graphically, it 
is excellent with fot$ of nice 
touches like the shrinking aliens. 
Getting the hang of moving 




around can be a bit tricky at first, 
but after a few games you 
Should find it easy enough to 
control your droid. Some people 
may say that Alien Highway is & 
bit too much of a copy of High- 
way, but as far as I'm concerned 
the game is ace, and fun to play. 

I was a great fan of Highway 
Encounter. This is basically the 
same game as its predecessor 
although there have been some 

Seat improvements made to 
e gameplay. Graphically there 
are a lot of similarities, but it's 
logical to use the same sort of 
Aliens I suppose The characters 
are full of aetail and well anim- 
ated. While the backgrounds are 
not as varied as I would have 
liked, they are certainly wefl 
drawn. The sound effects are 
minimal : only the odd beep now 
and then when you lose a life or 
zap a nasty. If you liked Highway 
Encounter then you'll certainly 
like this — if you haven't seen 
HE, then I strongly recommend 
this game. The only problem 
that I can possibly fotsee is that 
it might be a little easy. " 



COMMENTS 



f 



Control keys: A decelerate, 0 
accelerate, K left, L right 
SPACE /M/Z fire,P pause, G quit 
Joystick: Kempston, 
Protek/AGF, Interface 2 
Keyboard play: straightforward 
and responsive 
Use of colour: sparse 
Graphiest tidy and well 
animated 

Sound: spot effects only 
Skill levels: one 
Screens: 30 

General rating: Another one for 
Highway Encounter fans 
everywhere 



Use of computer 89 % 

Graphics 87% 

Payability 67% 

Getting started 89% 

Ad dictrve qualities 69% 

Value f o r m o ne y SB % 

Overall 68% 
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Producer: Addictive 

Retail price: £8.95 
Author: Siegfried Kurtz 



Addictive Game? are best 
known for simulation 
games aucti as the 
m anster-se I 1 ing Football 
Mmager, but this new release 
shows the Bournemouth-based 
company taking a completely 
new direction. 

Kirel features a cute frog-eyed 
character who hops around the 
seventy 3D screens that make up 
his world in search of bombs to 
defuse and objects to collect, 
Ki rel can only cl irn b one step at a 
time on a screen, so he must pick 
up and drop blocks as he goes 
along, building staircases and 
bridges es they are needed. You 
can only move to the next screen 
when all the bombs on the 
current level have been defused . 

Each level has to be complet- 
ed within a certain time-limit — 
the amount of time remaining is 
indicated by a fuse trailing from 
the floor, which smoulders 
quietly away. If Kiret doesn't 
move fast enough and runs out 
of time, the little marauding 
meringue explodes. Contact 
with patrolling monsters saps 
energy, and can also lead to 
death. 

Once all the bombs on a 
screen have been defused by 
Jumping on them, an exit icon 
shows pointing the way to get 
onto the next screen. If Ki rel 
leaves the screen inside the time 
limit the score is increased, 

The 0 ionic Battle Bun, as he is 
known io his friends in the 
patisserie business, roams 
around the screens searching 
for cakes to eat and arrow blocks 
to collect. Monsters are allergic 
to cake and are destroyed if Kirel 
touches one while he has a cake 
in his inventory. Arrow blocks 



Kiret's balding b htack a& you can fell by the fcan iff the fop 
right of the screen. Where's he going to put it down? Tirnt 
running out . 



Going f The fironic BatHe Bun /ttpa through the air on the 
way to a bit of bomb dispa sal 



□Fve Kirel another section of 
Bridge, while bags of sweeties 
and sugar replenish his energy 
levels. Little balls give Kfrel 
more time to complete the cur- 
rent level. 

Kirel has four lives per screen, 
end the status area on the 
bottom left-hand side of the 
screen shows the number of 
lives, cakes and bridge building 
units he has as well as his 
energy level, 

Other useful items to keep 
your bulging eyes peeled for are 
cubes, which destroy immov- 
able walls and pyramids, and 
transporter networks represent- 
ed by shimmering curtains or 
circles, which can be used to 
move Kirel around the screen. 



CRITICISM 



" Well r well! Addictive have 
been relatively quiet since tfrie 
golden oldie Football Manager, 
so it's nice to see them publish 
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ing such a fun puzzle game 
More or Iks everything (except 
sound) has been exploited to 
the full to bring idea to fruition 
The star of the game jerks a little 
bit. but other th irtgs make up for 
this. Generally the graphics ere 
nicely represented, but the 
game's reel high is its play abili- 
ty, I think it is really good, dun. 
puzzle solving fun. Ttie title 
screen flickers a lot, but the 
effect is there, end it woriti 
quite well Addictive and fan to 
nlav Not worthy of a Smash 
but well worth a good few day's 
attention. " 

m M Kirel is defimtefy one of the 
most original games idees 
around on the Spectrum at ths 
moment, and contains some 
excellent 3D graphics, A first 
the gamepiay is very slow, but I 
found ft was relatively easy to 

Sjet used to and suited the cute 
fttle character you control The 
time bomb time fimit is a vary 
effective idea and makes you 
hurry around with more urgency 
than & counter woufd encour- 
age, Tfte graphics are sat in 
great 3D perspective, afthough 
some situations seemed a tittle 
awkward to war* out on the later 
levels. The other characters ere 
welt drawn and the baddies 
smoothly animated. The only 
thing t missed was a fiWe tune to 
listen to, but that hardly counts 
against the game. Kirel is a brilli- 
ant game which anyone can get 
straight into playing. Definitely 
worth buying if you want some- 
thing that is a little different Awn 
the 'run of the milV Spectrum 
software. " 

• pr I was initially vary impres- 
sed, but after a few goes the 
novelty of the pretty graphics 
wore off and f was left with a 
faprfy mediocre 'jumping around 
collecting things' game. The 
graphics are very good and the 
characters are well drawn, 
although a little jerky when they 
move. The sound is limited but 
adeouate I su noose Control I inn 



your blob or whatever it is, is 
difficult at first but after a few 
practice games it becomes 
second nature, ft took rue a long 
time to get into, but once youl 
got on with it, f found It fairly 
playable and addictive, alth- 
ough it isn't the sort of game I'd 
get hooked on. Not a bad game 
— ft*! | takes lot of determination 
to complete HJ 



COMMENTS 



I 



Control keys: 0 pick up/put 
down, 1 rotate right, 2 turn 
round, 3 rotate left, SPACE to 

Eause, ENTER to continue, B 
uild bridge. E up, S to play 
game, T to play training game, 
¥T abort game 
Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: no problems 
Use of colours monochromatic 
screens 

Graphics: very neat 3D 
platforms 

Sound: spot effects only 

Skill levels: two modes, training 

and play 

Semens: 70 

General rating: A neat 

arcade/ puzzle game that's quite 

compelling 



Use of computer 



Payability 
Getting started 
Addictive qualities 
Value for money 



83% 
86% 
85% 
84% 
87% 
83% 




JOCK AND THE 



I 








Producer: Atlantis 

Retail price: £1.99 



J jock, who bears an uncanny 
resemblance to Dusty Bin, 
is stuck in the wrong time 
zone. You must help him return 
to his own time by collecting 32 
time rings from each of the three 
time zones he visits . 

Before 1 you can enter a new 
time zone you must give the 
correct password and this is 
□nly given to you once the 32 
rings from the previous time 
zone have been co Elected . Natur- 
ally this doesn't apply to the first 
zone or else you'd never get 
started. 

Each zone has a maze pro- 
tecting the time ring and Jock 
has to find his way around these 
mazes trying to collect the rings. 
Ha can move upwards, down- 
wards r left and right, He also 
possesses something called a 
speed Dooster. This enables 
Jock to put on an extra spurt of 
speed to escape from the Time 
Guardian, but the power which 
he is given at the beginning of 
the game and which depletes 
gradually as he moves around, 
goes down a lot quicker when 
Jock is using his speed booster. 
However, Jock's power pack is 
regenerated at the beginning of 
each time zone. 

Jock is not the only one inter- 
ested in the time rings. They are 
also possessively guarded by 
the Guardian of the Rings who 
buzzes around the mazes in a 
variety of colourful disguises 
blocking the route to the rings. 
Any contact with the Guardian 
spells instant death for Jock. 
Well actually it isn't instant as 
such because Jock is provided 
with nine lives at the start of the 
game. He loses a life every time 
he brushes against the various 
Guardians but he gains a life for 



every five rings he manages to 
collect. To make matters worse 
Jock only has a certain amount 
of time in which to gain poss- 
ession of a ring because they 
become unstable in his pre- 
sence. If he takes too long to get 
around a maze then the radia- 
tion level in the ring becomes 
fethaf and he loses a fife. 

You can keep a check on 
Jock's progress by looking atthe 
chart at the bottom or your 
screen r This shows how much 
energy Jock has left in his power 
pack. It also shows how many 
lives he has remaining and how 
many rings have been collected. 
You can also check the score: 
Points are scored for each ring 
collected depending on its 
colour, Extra points are scored 
for how much power Jock has 
left at the end of a zone. 

Once Jock has negotiated his 
way around one*time zone and 
collected 32 rings from it then he 
can move on to the next one. A 
password is flashed up onto the 
screen which gives you access 
to the next part of the game. 

The game ends when Jock has 
completed all three time zones 
and collected the required num- 
ber of time rings. It is then 
possible for him to return to his 
own time of 2112 AD, no doubt 
for a refreshing game of the 
same namel 



CRITICISM 



w 



f 



m " Not the usual type of jolly 
Atlantis software thfe, It would 
be quite easy to complete rf you 
had a couple of hours spare and 
a lot of patience, but to tell you 
the truth I couldn't stand this 
one lor more than twenty five 
minute* The graphics are large 
but u n detai led and quite messy . 
There are next to no sound 

effects, the most you can hope 



far during the game itsetf is a 
beep every minute when then 
is a ring in your room or an 
elongated burp when you lose a 
lite. The one thing that pulls this 
game way aown doiow average 
is it's speed. It is so slow as to be 
monotonous from the start, 
Even for its cheapo price tag I 
wouldn't recommend this s 
asrtis BORING. " 



% " This game would fust about 
he passable if it were played at 
high speed. Unfortunately ft 
pfays ever so slowly and con- 
sequently becomes a real bore 
after the first one or two games. 
The graphics are big but uni- 
maginative and lack any detail 
and the sound boils down to a 
few burps. There are plenty of 
locations but they ail took very 
similar and it takes an eternity to 
sfowfy trundle round them alt. 
The fact that it sells at two quid 
doesn't make it worth buying — 
there are a lot of b&mr pro- 
grams available at the s&ma 
price. " 

• "Another funny title for a 
budget game, but I'm afraid 
there isn t much in Jock and the 
Time Rings xhax hasn't appeared 
in any other budget game. It's 
very slow to play, even when 
you're moving in 'fast r mode, 
The characters tend to be too big 
to do anything detailed or accu- 
rate with, and the control is very 
heavy-handed, only permitting 
four-dkectionai movement This 
is a below average game. Jock 
looks as if he is a reject from 0™ 
Man and his Droid r and the 
passages and the codes requir- 
ed for the next stage remind me 
of that game. I couldn't find 



anything special in it apart from 
the nice character set perhaps — 
but that's hardly a great selling 
point! " 




COMMENTS 



Control keys: definable 

Joystick: none 

Keyboard play: reasonable 

Use of colour: average 

Graphics: big, fat and jolly 

Sound: crummy 

Skill levels: one 

Screens: three time zones with 

31 rooms in each 

General rating : a very boring 

and slow collect em up. 



Use of i 
Graphics 
Play ability 
Getting started 
Addictive qualities 
Value for money 
Overall 



59% 
38% 
31% 
56% 
32% 
35% 
32% 




CRASH June 1986 25 



Producer: Ocean 

Retail price: £7,95 
Author: Kaos 



A race of reptilian aliens — 
the Visitors — threatens 
to take over the world. A 
resistance movement has been 
formed to try to prevent this, 
which is where you come in: 
playing Michael Don a van, fear- 
less leader of the resistance 
movement who aims to destroy 
the aliens single handed. 

Having sneaked aboard the 
Visitor's Membership he scuttles 
round, planting bombs in key 
locations. However, Diana — 
leader of the alien horde — has 
spotted your presence and is 
doi ng he r best to make su re you 
don't succeed. Devilish Dian;^ 



hae commanded her arm r 
robots to search you out and put 
a stop to your pfan, 



irmy of 
and put 



Four types of robots have to 
be dealt wrth, Surveillance 
robots follow Dona van around 
the ship reporting back to Diana. 
Maintenance robots scuttle 
along the floor of the space craft 
fixing things while cleaner rob- 
ots hover at head height tidying 
up, But it's the deadly security 
robots that Michael Dona van 
must really keep his eyes peeled 
for. They can be destroyed with 
a bolt from the laser gun, end 
points are won for obliterating 
them, but ammunition is severe- 
ly limited. 



The robots operate on high 
voltage electricity and contact 
with them gives Dona van a nas- 
ty shock. Encounters with robots 
cfon't kill instantly, but they do 
put a strain on the heart, After 
too many collisions with robots, 
your heart gives out. 

Windows at the bottom of the 
screen monitor progress. A 
green screen to the left shows 
messages being sent to the ro- 
bots from Diana and helps you 
keep track of the robotic hot- 
spots. The middle screen inc- 
ludes a clock and under this the 
score is displayed. A lightning 
bolt re vea Is th e laser's f i repo wer 
and a cardiogram bleeps reas- 
suringly at the start of the game, 
getting more irregular as Mich- 
ael's heart is damaged. 

Function keys are located on 
the right of the status area, from 
the top and moving clockwise 
the keys are as follows: a) alfows 
the game to he paused or aba- 
ndoned; b\ rails up information 
on locations in the ship; c} al- 
lows you to lay your explosives; 
d) is the log-off button, used to 
return to the game; e) displays 
the security code in the green 
window while f) stores informa- 
tion about the red-dust formula 
that Earth has been developing 
to kill off the aliens. 

Number keys to the right of 
the function keys, like ail the 
numbers in the game, are in 
base six because the reptilian 
aliens only have six fingers! 

Every now and then the hero 
comes up against impenetrable 
security doors that can only be 
opened by inserting the correct 
code. However, he can move 
from level to level via teleport 
pads. To use th ese, sta nd h inn on 




one and press up to move up a 
level, or down to move down a 
level. 

Will Michael Donavan man- 
age to outwit the alfen invaders, 
or will we have to sit through 
another series of V on the tele- 
vision to see if good triumphs 
over evil 7 



CRITICISM 



• "V has finally arrived and 
after all the hype the game 
hasn't turned out to lie too barf. 
The Alien's mother ship is a 




26 CRASH June 1986 



Luuks like Donovan has got a slightly impassabte pr&nton* 
On his hands on the top deck of the Alien Motbership * . w 



pretty drab place apart from the 
odd console room here and 
there, and a few laboratories if 
you can find them, I was very 
disappointed to find that there 
were tots of enemies on the ship 
but none of them were Visitors: 
instead there are these pesky 
little robots that literally get 
under your feet and don't eng- 
age in proper combat at all. The 
finish of the game is very good 
and you'H spend a long time on 
rt if you play rt fully. Unfortu- 
nately the wrrterfs) seem to 
have left out the TV tie-in, and 
thought up a game all of their 
own .Not so much for fan s of the 
telly series as for serious 
arcade tedventu re players, " 

• " I'm not incredib/y enthrai/ed 
by K The game has its good 
points, admittedly. The anima- 
tion for Donovan s forward rods 
is quite neat but the back- 
grounds make the robots hard to 
see, and generaffy make the 
game took & bit of a mess. Once 
you get into V, it's fun to play, 
and tt gets better the longer you 
spend with it t*m not sure that 
rd come back to rt a iot, but i 
played it for quite a while. 
Overall not bed, but it cou/d 
have been improved. " 

• "Controlling your man is not 
hard, but at first it is a little 
confusing. The icons are also 
quite easy to use after a bit of 
practice, the graphics are disa T 
ppointing' there's a tot of colour 
clash and very little variety in the 
backgrounds. Your character is 
well animated, although some- 
times it's hard to make him out 
against the garish backgrounds. 
The sound is minimal, wrth only 
a few spot effects. Generafiy this 
follows the trend of most Games 
-of-the-series in that it's 
disappointing. " 




Control keys: CAPS SHIFT left, X 

right h B to SPACE fire, P up, L 
| down 
Joystick: Kempstoa Cursor, 
Interface2 
Keyboard play: fine 
Use of colour: effectively 
monochrome 

Graphics: neat animation and 
smooth scrolling 
Sound: continual noisa 
Skill levels: one 

Screens: large scrolling playing 
area 

General rating: A neat arcade 
adventure, but where are The 
Visitors? 



Use of compute* 73 % 

Graphics 71% 

Payability 6B% 

Getting sta rt ed 7 2 % 

Addictive qualities 72% 

Value for money 67% 



MEASURE UP TO QUAZATRON 

Penetrate the labyrinth of this subterranean litiuhl mi the planet Qtiiiriit-h. \uiir hernies must saw I he 
human race from evlemii nation h\ I he alien drouK Subvert their desf ruclhe course in a series of 
^rippin^ ti ml rout ill ions. Ward off their assaults as you grapple with death itself. Pit your wits and 
ingenuity again^! their devious array of guises and trickery, Yhme :dl - you musl dead hate 
ilu-m. lit supreme or risk obhterattat* Ona/;Unm h> Slew Turner \b the SrH-eirum 

equhak-m of award vrautii)gC&4 Paradrotd^ ^ 
^^^^ KOK 4NK ZX SPK( J Kl M AND 128K , 

^^^^ ZX SPECTRUM (IX4NK MOIHO ^^^^^^ 
CASSETTE «K,**5 w ^^^ 




Jrder send it cheque 
Ilewson ( unsuifanLs Ltd. Order by 
Credit Card hy sending your Access 
Barctaycard number, and enclose a 
specimen signature. Don't forget to 
enclose your name and address. 




^ Hewson Consultants Ltd 
\- j>*irt ♦> r "' r LiiiniiLiiiiii: l!l Iu pEiicitt of irinns ji ivt suft^art 




■ 



GIANT 



OLIVER FREY 
POSTERS FOR 

£L^* S^TT 8 

(about ei^t^l 80 * 57 ^ 



POSTERS! 

\sFECIAL LIMITED 
\ SIGNED EDITIONS! 

Here's a JgP°d reason to get your order 
in fast! Tne first 50 orders we receive 
I on each poster will get theirs person- 
! ally signed by Oliver Frey, making 
them real collectors' items, So dom 
hang around, rush your order off 
today) 






£750 

(UK Ma Wand price*) 

A " 4 Posters! f£75fli 

* METRO FORCE u£f 5 

;zoMBr ES OFrH E Vm-^ ° 

I cndose £ „l WIGHT (£2.50) H 
Name 

AdcffBas " 

* 'Wcotfe 



THE CAMPAIGN AGAINST WORLD POVERTY 





ANT 



ALL PROCEEDS TO WAR ON WANT 



14 FABULOUS TITLES FOR ANY 48K SPECTRUM FOR ONLY £9.95! 



ARTIC— SPECTRUMCHESS II 

AUDIOGENIC — BUGEYES 

BEAU-JOLLY — PEDRO 

CDS — WINGED WARLORD 

FIREBIRD — MR FREEZE 

LLAMASOFT — HEADBANGERS HEAVEN 

M ASTERTRONIC — WIZARD 'S WARRIOR 



War on Want supports 
long-term development 
projects in over 30 
countries to provide self- 
sufficiency in food 
production, better health 
care and improved 
education for the world's 
poor. 



MELBOURNE HOUSE — H ELLFIRE 
OCEAN— HUNCHBACK II 
PSION — HORACE & THE SPIDERS 

PSS— XAVIOR 
QUICKSILVA - RUPERT & THE ICE CASTLE 
STAR DREAMS — CYBE RTANKS 
VIRGIN — DR FRANKY & THE MONSTER 




Send lorm (with payments} to: WOW Games, 
Room 62 A. 1 , London Bridge St, London SE1 9SG 
or order by Access or Visa: Phone 01 403 2266 

AND ASK FOR GAMES DEPARTMENT 




SPIKY HAR 



Producer: Firebird 

Retail price: £1-99 
Author: Andrew Rogers 



Harold is a spiky and fat 
hedgehog and his ambi- 
tion is to get even fatter 
Fifty two bits of grub are scat- 
tered, one per screen, through- 
out Ha rota's homeland. In twen- 
ty four hours from now winter is 
set to begin with a very severe 
frost, and it'll be time for a quick 
quarter of a year hibernation to 
put the little spikoid in shape for 
the coming year. 

Having Harold retire into his 
pile of leaves without the appr- 
opriate layers of fat means the 
poor little creature is bound to 
freeze to death around Christ- 
mas time. It's up to si I you joy- 
stick wagglers out there to get 
Harold's stomach packed with 
goodies from the surrounding 
countryside so he can survive 
the winter. 

Or Spiky is a rather special 
hedgepig, as unlike all his rela- 
tions, this young hedgehog has 
decided that the best mode of 
travel for him is waddling ar- 
ound on his hind legs. The 
player controls Harold's wobbly 
progress with the use of left and 
right, and as an extension to 
Harold's lurch there's also a 
jump key available that conveys 
a little boost into the dir. 

Harold's home territory is split 
into fifty two screens, and as the 
spikelette wanders out of view 
another screen flicks up. Apart 
from the scrum my morsel wait- 
ing to be collected, each screen 
contains a number of nasty haz- 
ards that remove one of Harold's 
nineteen lives on contact. They 
take the form of various foes 
including dripping acid, psycho 
snails, marauding birds and 
other anti— hedgehog 

personages. 

Most of tha action is set 
underneath beautiful rolling 
countryside. Since few hogs 
dare venture down here that's 




why all the food is still uneaten 
in the rush to hibernation time! 
Along with the food ttiere are 
coins which add an extra life on 
colfection and the odd glass of 
wine that'll make Harold a slight 
brt tiddly, Wefl he's only a small 
woodland animal and it doesn't 
take much to get him drunk . . , 
all the controls are temporarily 
reversed after he's quaffed b 
glass of vino, 

So there it is: ignore Harold's 
plight and it's all too likely that 
you'll have the death of cute end 
cuddly (if you don't mind the 
odd prickle or two) woodland 
creature on your conscience. Is 
this something you can live 
with? 



CRITICISM 



r 



• " Alright I This guy could be a 
real cool dude, wrth his smooth 
walk and ZZAP! reviewer style 
haircut! Unfortunately, his 
would-be characteristics have- 
n't been fully exploited in the 
pit and it doesn't take long 
for it to become boring as you 
trace the same course time after 
tmne. Nineteen lives, even tho- 
ugh they're al I needed, is a brt of 
a silly idea as well. Other ideas 
that can be seen to have been 
attempted are quite neat, hut as 
is the case so often, they just 
haven't worked. For £1.99, 
Harold and his spikes may pro- 
vide an hour's entertainment, 
but after that r rt would be 
destined for my 'budget bin' — 
the disposal unit feared by all 
cheapies! " 

• w Spiky Harold is a piayabfe 
and co/ourfui game. The graph- 
ics are not the best / Ve seen in a 
cheapo game hut they're ade- 
quate and the animation of your 
joi/y character is very good, The 
screens aren't very detailed and 
there is never much brain ache 
in getting the pieces of food, 
After a coupfe of hours pia y (had 
just about tost interest as k is 



Nt€f Harold staggers, m bit after slurping a glass af wine in 
the screen to trie right. Cm he time his lumps just right to get 
that tasty vegg/e ? 





i 







1 



Jaws agape, the gmedy Harold in Uddon Emulation Mod* is 
just ahout to toad his fpce on a tasty morse' of grub, having 
tjntpasl the bee and bat 



very infuriating when you have 
to go through ths same screens 
every game to get anywhere, 
The sound is about average for 
this type of game, a whining 
that vague/y resembfes The 
Flight of the Bumble Bee' noise 
end & beep or two when you die. 
Not a hri/iient game this, but 
quite good fun for a ratny 
afternoon, " 

• "Fat wobbfy and spiky H isn't 
there a magazine editor who 
looks like that? Spiky Harold is 
something of a neato budget 
pame that for some very myste r- 
lous reason is quite compelling 
to play. It's not anything inst- 
antly definable: it's certainly not 
the graphics or sound as they 
barely rate above average. Des- 
pite constant deaths, I just keep 
having another oo Making 
Harold jump, wobble and scoff 
Uust Uke a certain reviewer — 
Sd| may seem a bit limited and 
even potentially boring but 
Spiky Harold is worth having a 
look at, and well worth buying if 
it grabs you the way tt did me. * 



Keyboard play: fine 
Use of colour: average 
Graphics: also average 
Sound: nice spot effects, but no 
tune 

Skill levels: one 
Screens: 52 

General rating: Quite a fun 
game, for a while at least . . , 





Control keys; redefine ble 
Joystick: Kempston 



Us* of computer 
Graphics 
Payability 
Gettinrj started 
Addictive qualities 
Value for money 



59% 
62% 
66% 
67% 
64% 
70% 



THE COMET GAME 











Producer; Firebird 

Retail price: £7.95 
Author: Andrew Glaister 



Mai ley's Comet is speeding 
towards mother Earth car- 
rying lethal bacteria cap 
able of wiping out all forms of 
life, according to the inlay, The 
game is obviously set in seventy 
six years time when Hal ley's 
Comet makes its next visit, be- 
cause a highly advanced space 
ship has Been dispatched to 
destroy the deadly germs that 
live on it. (The game turned up 
long after the real comet had 
been and gone!} The screen 
shows a view through the cock- 
pit window of tha shuttle with 
the comet shimmering in the 
distance arid the stars scrailing 



towards the ship. 

To begin with you assume the 
personality of the ship s onbo- 
ard computer and have to deal 
with problems during the voy- 
age — the trip is far from 
uneventful. 

Every so often one of the five 
icons on the main viewscreen 
flashes to indicate that a prob- 
lem has just arisen. Each icon 
leads into a subgame, played 
against the clock, in which the 
fault or threat has to be dealt 
with if the main mission is to 
continue. Meteor showers have 
a habit of knocking the antenna 
out of line from time to time, and 
it has to be adjusted until the 
maximum signal strength is 
regained. 

Drifting off course sets off a 
defence system which releases 
homing missiles targetted on 

CRASH June 1986 31 





your ship. A Missile Command 
type sequence then follows, and 
the aim is to limit the number of 
missiles that hit the ship, which 
changes colour from white thr- 
ough to blue before exploding 
when the shields give way. 

Coffee supplies must be kept 
high — vital for the pilot's 
reactions, A flashing coffee jug 
icon leads to a screenful of icons 
which control the whole coffee 
making process. By moving the 
cursor around and selecting 
icons, the coffee system has to 
be kept in equilibrium, including 
the pilot's bladder, which has to 
be emptied with the - P icon lest 
it explode! 

.Now and again, rampant 
germs gain access to the venti- 
lation system of the craft and 
have to be el iminated in another 
arcade sequence in which a 
moving cursor is used to release 
spiralling germ killers, Finally, a 
logic problem has a habit of 
cropping up in a section of cir- 
cuitry, and it has to be sorted out 
by providing the appropriate 
inputs to light up a set of LEDs 

The little sub games cycle 
round at random during the 
journey to the comet, and if you 
manage to survive them all it's 
time to get on with the main 
purpose of the mission: eradi- 
cating the germ bags that live on 
the surface of the comet. Des- 
troy them a II f and you can return 



to Earth a superhero and saviour 
of the human race. Take too 
many hits from the bugs, and it's 
game over. 



CRITICISM 



r 



• " Thinking of a proper game 
based on the visit of Hafiev's 
Comet must have been a pretty 
hard task, so Firebird must have 
decided to get a load of Ifttte 
games together and think of a 
common element. They failed. 
The Comet Game is an excell- 
ently finished game, but it suf- 
fers from lots of things that 
aren't well explained, such as 
the antenna alignment — you 
have to press fire on complet- 
ion, else you just blow up! 
Firebird have probably made 
the best they could have of the 
astronomical phenomenon, but 
this game is too bitty and would 
probably be too herd for most 
people to enjoy, " 

• " Urn. Hafleys Comet is an 
excellent feature around which 
to base a game, hut could some- 
one tell Firebird that to sett lots 
and tots of copies of a game, and 
to get high ptacings in charts 
and things, you need a good 
game! The tine drawing routines 
put Andnsw Giafst&r's track- 
mark on the game, but the 
repetitive sub~games get very 
boring after a while, i can see 
that the author has tried to make 
the game a good one, and / have 
to give him credit for that but 
unfortunately it fust dossn't 
seem to have worked out When 
you have to start doing the same 
thing over and over again, ft gets 
more and move tedious and! got 
very bored of it 

• " Grr! The on screen present- 
ation is very neat, but I was 
ready to throw a brick at the telly 
when it kept flashing "YOU 
LOST' on the screen. Each of the 
little games contained in the 
scenario is passably entertain- 
ing, but no great shakes, and by 
the time you've played them 
over and over and have still got 



1 



Tha toff making screen, in which the mechanical 
oquipmen t has to bo k 
oqutpnwnt emptied Qui f 




Aligning the antenna so that it receives the maximum signal. 
« tndica fed in tft* tittfe panel on the left. Dan 'f forget to 
press flrt when you're happy with its position 



more to survive before getting 
to the comet itself, annoyance 
sets in. When you do finally 
make the comet, the final sequ- 
ence really doesn't justify all the 
effort expended getting there. 
Sorry Firebird, mis game is 
more Lukewarm that Hot. " 




Control km; redefinable 
Joystick: Kempston 
Keyboard play: a bit slow to 
respond, maybe 
Use of colour; restrained 



Graphics: neat wireframe 
routines 

Sound: raspy spot effect 
Skill levels: one 



six 



General rating: Effectively a 
compilation of little budget 
games 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
Overall 



69% 
71% 
57% 
66% 
57% 
55% 
58% 



CORE 
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Producer: A & F Software 

Retail price: £9-95 
Author: the A r nT team 



The people living in the 
Federation's asteroid 
mine colonies are being 
wiped out for no apparent rea- 
son, Alien interference is sus- 
pected and Andrew Angel lo, 
explorer extraordinaire, has 
been drafted in to deal with the 
problem. 

Andy travels to Eroc 1 to find 
that no-one is left alive, The only 
way to solve the mystery is to 
locate the bio-memory seg- 
ments of the main computer, 
hidden deep within the mine 
workings on the asteroid- Once 
these nave been located, the 
Federation can examine their 
contents and use the informa- 
tion they hold to combat the 
alien murderers. 

The screen gives a siden^n 
view of tunnels on Eroc 1. 
Dangerous alien machinery hes 
around the mines, so beware of 
anything that moves or looks 
nasty — contact with it drains 
energy from the battery P^ck 
powering Andy's protective suit, 
Each of the four mine levels 
contains over 250 cells which 



Andrew has to investigate — 
linked by the flip-screen method 
favoured by arcade adventure 
writers, Anti-gravity lifts allow 
travel between segments of a 
level, while automatic teleports 
link levels. Standing in ateieport 
tar three seconds causes And 
rewto disintegrate and remater- 
ialise on another level. Every 
time Andrew uses an anti -grav- 
ity lift orteleport, or is zapped by 
a nasty, his battery pack loses a 
little power. As the battery 
powering Andrew's suit runs 
down, the screen changes col- 
our from white, through yellow, 
red; mauve and finally blue. 
Death follows if the protective 
suit runs out of power. 

A status panel reveals Andy's 
progress. Cine display shows the 
exits from the current cell; a 
clock ticks out the time expend- 
ed on the mission and a meter 
shows the amount of charge 
remaining in the suit battery. An 
icon-driven menu allows the 
game position to be saved, once 
a cassette has been found in the 
mines, and the game computer 
can be asked f ornelp, The game 
may be paused and a saved 
position loaded in. 

Andy has to find tools and 
other useful objects in order to 
complete his mission, A slight 
oversight on the part of the 
Federation means that the intre- 
pid explorer embarks on his 
adventure without a map. First 
priority must be to make one . . . 



Our superhem materialises in a tftteportvr white two maht in 
nasties — a s tarburst and Gtectrn cloud hover m wait for him. 
Cameron's got hfS own perianal dark rinud that follows hint 
rwnd an Manda y FiiOr/i ingti ! _ 



CRITICISM 



• " At first glance I found Core 
to be very similar graphically to 
Alphsbattrn's Robot Messiah — 
but without colour clash. The 
man is very *asy to control, but 
he seems to move two eheract^ 
era along when he turns which 
is a bit of a pain when trying to 
run away from the baddies. The 
whole idea of the game is very 
similar to an Everyone's A Wally 
in space, but with scen ery that's 
rather J samey' - The animation is 
vary smooth and the graphics 
are pleasing to look at but apart 
from that (found Core to be a 
very targe but rather boring 
copy of ail the good arcade/ 
adventures 



• "Core has got a reasonable 
scenario, but the game itself is a 
bit lacking in content The game 
is technically above average, 
with a very large area to explore; 
it has got good graphics, but 
colour and sound are both aver- 
age, t found it quite difficult to 
gat to grips with the game and 
make any big advances. With the 
exception of Chuckie Egg It, A&F 
have been quiet for a while, and I 
can't believe that they've spent 
all that time just developing this. 
For ten quid, it's not one Fd 
hastily recommend to everyone 
I meet but mapping freaks 
might find it a challenge to thetr 
abilities as it is pretty big t but ft 
isn't mega-good,., * 



• 11 1 don't really know what to 
make of this one. At first sight it 
seems to be very good, but after 
a few yoes it becomes obvious 
that you should be able to do 
more than just potter around a 
stack of screens, A quick reread 
of the instruction booklet unco- 
vered the Icons, but not how to 
use or access them, I really did 
try to get on with them, but after 
a few more goes I'd given up 
trying to make the icons work for 
me. Graphically this game is 
excel tent the characters are well 
drawn and animated and the 
backgrounds add a nice touch 
too. My only gripe is that there 
could nave been a little more 
colour. The sound is poor: there 
is no tune, and very few spot 
effects during the game. Alth- 
ough I can appreciate the nicer 
points of this game, I couldn't 
really get into it " 



Control keys: redefinable 
Joystick: Kempston, Interface 2 
Keyboard play: no problems 
U se of co lou r : m onoch romattc 
play area hence no clashes 
Graphics: quite neat but sam-ey; 
nice animation on the figure 
Sound: spot effects 
Skrll levels: one 
Screens: 1,023 
General rating : A large, but 
somehow uninspiring arcade 
adventure 



Use of computer 73% 

Graphics 76% 

Playabilrty 64% 

Getting started 68% 

Addictive qualities 67% 

V alu e for money 65 % 

\ 
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Producer: Ocean 

Retail price; : 
Author: Kaos 



Superbowl from Ocean is a 
iwo player simulation of 
the supreme American 
Football match which pits She 
Chicago Bears against the 
Patriots. Those of you who 
stayed up all night to watch the 
entire match live on TV know 
that the Bears stormed home 
this year to a resounding victory. 

Superbowl can only be played 
properly by two human players, 
although one person can prac- 
tice moves end tactics by con- 
trolling both teams. 

The game comes in a two cas- 
sette pack with a fifteen minute 
audio cassette which gives a 
brief history of American Foot- 
ball and provides a quick 
resume of the rules. It also 
reassuringly points out the 
obvious similarities between 
American Football and Rugby 
Football, in case you go 
completely to pieces, 

During play, the screen is split 
vertically into two main areas. 
The section on the right shows 
the pitch and the payers marked 
out in their respective playing 
positions while the left hand 
area is used for the menus that 
to control the game's progress. 
A check can Be kept on how 
much time has elapsed since the 
beginning of play, and two 
Video' screens give action 




replays and close-ups on partic- 
ular players, just like they do on 
the tally] 

An elaborate menu system 
controls all the action. Whoever 
is playing on the offensive side 
must sort out their tactics before 
the game can begin. The first 
menu shows the types of passes 
that can be used: long pass, 
short pass, rush play, and 
special play (which has its own 
little sub-menu). After the type 
of pass has been selected for 
your player to make, a further 
menu pops on screen and it's 
time to choose which player you 
want to control during the next 
section of play and what the rest 
of the team is going to get u p to. 
Using a similar menu system, 
the other teams defensive 
strategy can then be set up — 
3-4-4 or 4-3-4 are probably the 
safest to go for when playing the? 
game for the first few times, Fin- 
ally the marking scheme has to 
be sorted out and then the play 
can be made- 
Hitting fire causes the players 
to make their moves, and the 
right hand display follows the 
action. The general Idea is to 
move the player in possession 
away from the other players as 
rapidly as possible before the 
inevitable rib-crunching tackle. 
Once each section of the game 
has been completed you may be 
treated to an action replay, 
showing in stow motion on the 
video screen exactly what hap- 
pened to your team during the 
previous bit of play. 



CRITICISM 



Superbowl is by far the best 
American Football game on the 
Spectrum. Ocean seem to have 
brought the exciting pert oi 
American Football to the fore — 
the man Vs man action. Other 
efforts on the Spectrum lost 
most of the atmosphere as they 
concentrated too much on the 
theory of the game — although 
the Argus American Football 
was a very good manager's eye 
view simulation. The graphics 
of Superbowl are very well done 
and routines for the replays are 
excellent. The game's market, 1 
feel, is definitely limited, mainly 
because it's an American Foot- 
ball game but also beta u se it is a 
two player only game, Super- 
bowl missed out on all the hype 
before Superbowl XX and may 
well lose sales because of its 
late arrival. If you love this great 
America n sport, then gel the 
popcorn out, invite a few friends 
round end knuckle down to this 

very playable, superbly finished 
Superbowl bonanza. The audio 
tape that comes with it is most 
helpful, and a greet touch. " 

•"/'m not the world's greatest 
American football fan, but I 




The replay sequence in full flow during SUPERBOWL, the 
American Football simulation to end all 4mflnci»n foothail 
simulations according our uur AM Footiti Freak, Dominie 





The ktckoff screen, with everything sat up for the next move 
The game was too difficult far nur Cameron to gat to grips 
with though (Tee Hee} 



sometimes watch Channel 4 
coverage, and enjoy it, so Super- 
bowl is quite nice to play. 
Despite the extensive instruc- 
tions and accompanying cas- 
sette f i found ft pretty hard to get 
into, but once / started to under- 
stand it more, we//, took out 
Bears, here f come! Seriously 
though, it is a very nice game to 
pfay^ and the graphics, white not 
revolutionary, are attractive. 
The replay feature realty adds to 
the game. Everything is as it 
should be and I think that Ocean 
have pushed the American Foot- 
ball theme to the limit by 
producing as realistic a simu- 
lation as is passible on the Spec- 
trum, f like it. " 

A' 1 A very neat simulation 
indeed from the Ocean stable — 
it's just a pity that you have to 
piay it with a friend to have 
m uch fun, The graph ics are neat r 
the control system fairly easy to 
use once you get the hang of the 
game actually being played out 
on screen and all in, this game 
should find a place in any sports 
simulation collection. I liked it, 
but American Footbelt fans will 
really appreciate Superbowl. " 



Control keys: Player 1 : Q right, 1 
left. CAPS SHIFT down r A up, S 
fire; Player 2 ENTER right 
SPACE left, P down, 0 up, O fire 
Joystick: Kempston, Interface 2 
Keyboard play: fine 
Use of colour: attractive 
Graphics : si ick, especia lly on the 
Action Replay 
Sound: not a lot 
Skill levels: one 
Screen*: one main viewscreen 
General fating: An excellent 
simulation that should be very 
well received by American 
Football fans but may not be that 
appealing to the general 
gamepJayer 



Use of computer 
Graphics 
Ptay ability 
Getting started 
Addictive qualities 
Value for i 



87% 
86% 
79% 
79% 
87% 
89% 
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EQUINOX 




■ ^ 





Spectrum /Amstrad £9.95 

MIKRO-GEN 
Unit 15 The Western Centre 
Western Road 
Bracknell 
Berks. 



SPECTRUM 48K 




YIEARKUNGFU 



If you con master the ten moves, expect the unexpected and FIGHT 
for your LIFE against the formidable masters of the martial arts you 
may live to meet them again on the mountain or in the Temple. 

MOVIE 

'Arcade style action drama 

* 30 gangsters r hit' your screen 

•Interactive 'bubble' speech 

"Don't miss this picture - it speaks for itself! 



MIKIE 

Mikie plays a knockout frantic farce in the classroom, locker room 
and the high school cafeteria. Hip-zap, door attdck, throw balls and 
pieftJaut <-an yoy^make him hand his love letter to hi^girl-friengl? 





Imagine Software j J 984). 6 Central Street 
Manchester M2 5NS Tel: 061-834 3939 Telex 66997 / 




ies. of tun. 



PING PONG 



You ccn cimost feel the tension of the big motch breaking through the 
screen. ..the expectant crowd is almost on top of you I You return the 
service * itK a top spin backhand then a forward back-spin, the ball 
bounces Nigh from your opponents looping, defensive 
lob... SMASH L,a area* snot opens the score-but this is only your first 
point! Piay heca to head or against the computer m this. Konamis 
first ana Pes* -oDie-tenms simulation, 



HYPER SPORTS 



Enter the stadium of Konamis No. 1 arcade smosh-h»t sports simula- 
tion.From the fi nesse and skill o* Archery ond Skeet Shooting to the 
cnticoi timing ana brute force of weighting - six events to test you 
to vour limit. Hyper Spores - continuing th^chaUenge where 'Track 
and Field' left off. >v _ 





nagine Software is Q7UUL 
rom selected branches of: 

H r ZS5C^! WfMXMKXrTH LASKlfS Rumbelows. Greene 



THE POW& 

MYSTICAL SUBSCRIBER^ 

*o the Positt 've Waves 
'» % created by its po* er 



L 



At last, after a short period of dormancy, 
the power of the MYSTICAL SUBSCRIBER 
NUMBER has been invoked as a result of 
strange rune-casting rites known and 
performed by a select band of Ludlow 
initiates. 

People who already own a MYSTICAL 
SUBSCRIBER NUMBER should find a host 
of goodies accompanying their copy of this 
iRsiift of CRASH — includ ing a GIANT A2 
sbrft pf fflT^ I : \ I H J ! I frW f TJ f rom Realtime, a 
special newsletter doobrie produced exc- 
lusively for owners of the MYSTICAL SUB- 
SCRIBER NUMBER Talisman, containing 
details of m oney saving ojferc, and a full 
colour A4 m i>»Wii i;6liM«lAUJJ from 
Hewsons. ____ 
A tiny peek inside the top secret MYS- 
TICAL SUBSCRIBER NUMBER newsheet 
reveals that owners of one of Guru Denise's 
numeric al lucky charms will be able to save 
£2.00 on f : lj.| .V lili ^|M:Mi:ll3^n if they 
complete a special HOLY TEAR OFF COU- 
PON sent out to owners of a MYSTICAL 
SUBSCRIBER NUMBER and send it direct to 
the Realtime sauna with their loot. Not bad 
eh? Lucky people who already own a 
MYSTERY SUBSCRIBER NUMBER will also 
be able to thrill t o the opportun i t y of saving 
money on the [rrmwuJ 1 f* '1 rn < a 1 1 »ij 
for the 48K Spectrum — there's £5.00 off 
the basic unit, and senders of another HOLY 
TEAR OFF COUPON can even save £10 if 
they want to buy a Comcon and a Quick- 
shot 2 plus 2 joystick together! 

Not bad deals, eh? If you haven't already 
got a MYSTICAL SUBSCRIBER NUMBER, 
its power passes you by this month, and 
none of these goodies will have reached 
you. Nor will you have a HOLY TEAR OFF 
COUPON or two to play with. Ahhh! 




But there'* more. The Casting of RHat 
ceremony performed in a misty field at 
midnight has invoked even more wondrous 
goodies, conjoured out of the ether by the 
power of the MYSTICAL SUBSCRIBER 
NUMBER. A complete ee t of al l the soft- 
ware ever published by f>v Iksa including a 
T Shirt and set of posters was spirited into 
the office and the subscriptions computer 
went mad under the flying fingers of Gum 
Dentse. Totally at random, it printed out a 
label containing .... THE NAME OF THE 
OWNER OF A MYSTICAL SUBSCRIBER 
NUMBER! 

Than the computer, which is full of copies 
of the MYSTICAL SUBSCRIBER NUMBER 
and is therefore prone to doing rather 
strange and wonderful things, com muni 
csted with Guru Denise, insisting that she 
send the PSS Goodiebag to the owner of 
MYSTICAL SUBSCRIBER NUMBER 210023 
A certain N Williamson of Carlisle m 
Cumbria will by now have received the 
Complete Works of PSS — and ell because 
the person had a MYSTICAL SUBSCRIBER 
NUMBER! 





I 



— 1 



V 



'A/ 
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iiUMBER BURSTS FORTH! 

ISN'T IT ABOUT TIME YOU GOT ONE TOO? 



YOU CAN! All you have to do is send £15.00 
to Guru Denise with the completed appli- 
cation form that appears on this page. But 
there's more still I 

This month, novices who seek to avail 
themselves of a MYSTICAL SUBSCRIBER 
NUMBER will reap the benefit immediately. 
Fo r they can choose to receive a free 
[ >;J^!M:fflTiPn as soon as their order is 
processed b y Guru Denis e , or they can take 
their j^TpgETaS! Yes. 

Novices seeking to gain me power 
of the MYSTICAL SUBSCRIBER 
NU MBER this month can have 
nnp ffl! f!T?fflTH — Commando, 
Frank Bruno's Boxing, Bombjack or 
the brand new, on the verge 
of being released. Ghosts and 
Goblins, previewed on Page 124 of 
this issue. Not a bad deal eh? 




Guru Denise says; 



I! 



: MYSTICAL 
I SUBSCRIBER 
I NUMBER 
'.APPLICATION 

'FORM 



Dearest Guru Denise 

I would like you to ensure that the power ot 
(he MYSTICAL SUBSCRIBER NUMBER 
keeps wo rk ing for me, so enclose a cheque 
or postal order for £1 5 as I live m the United 
Kingdom. (If I'm a European Person I realise 
I have to send £22 00, so I have,) 

Please talk niceky to the computer that 
helps vou look after all the MYSTICAL 
SUBSCRIBER NUMBERS and refresh mine 
o r cause a new one to be m &de avai table for 
my personal and exclusive use. 



COMMANDO 

This conversion of the 
classic Capcom Arcade 
game won Elite i CRASH 
Smash in the Christmas 
Special — 94% overall 
"A first rats arcade con- 
version — v*ty addictive 
indeed" 



B 1 

High <** ?1 read * 




Don't forget to let me know if iff is is the first 
time you have had a MYSTICAL 
SUBSCRIBER NUMBER, 



/ghosts and goblins 

Not actualy finked at 
«ie time of wnfting, but 
mis arcade conversion 
woks set fcr great things 
Head the preview on page 
124 of this issue if you 
wed convincing . . , 



My Name is 



and I'd lite my monthly copy of CRASH sent 
tome at: 



POSTCODE ...... + ! 



Ptease make my MYSTICAL SUBSCRIBER 
NUMBER start with ISSUE; \ _[ 

I ve ticked one of the boxes which appear 
next to the good ies on off e r to mark the one 
I'd like to n^ceive, so please mate sure I get 
my pressie. 



BOMBJACK 

COMMANDO 

FRANK BRUNO'S BOXING 

GHOSTS AND GOBLINS 

CRASH Binder 
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FOR SPECTRUM, 
COMMODORE 64 
AND AMSTRAD 



Liberty House, 
222 Regent Street, 
London W1R7DB 



AFTER THE EGG COMES... 




ENCY TRANSMISSION . . . EMERGENCY . . . EMERGENCY TRANSMISSION . . , EMERGENCY . . EMERGENCY TRAf 

Distress signals received from Eroc 1 suggest all human life threatened . . 
Expect to find terminal situation , . Prepare accordingly . . , 

From A V F comes CORE; teleport into this fully animated, icon-driven adventure and explore over one 
thousand full-screen locations. Will you find the pieces of the scattered brain and put it back together 

before yours falls apart? 

tit case of dlffteufty, Core can be obtained from Argus Press Software Ltd., Greenwood House, Dewhunt Street, Dorwen, Lanes. B&3 2 EN, 



( am pleased to say that this month's more than overflowing 
mailbag contained a high percentage of very sensible letters {there 
have been months when this has not been the easel f, and I think 
they make interesting reacting. Subjects for discussion have been 
wide, hut certainly a lot of readers have responded to Graeme (the 
Birmingham Godfather) Kidd's comments on the Spectrum 128; 
many felt a need to praise or cry out against Mel Croucher's inter- 
view, and there has been considerable response against comments 
made by Tony Bridges in a letter to the April Forum. Lots of CRASH 
readers also watch TV or listen to the radio, not that this is 
surprising in itself, but whal is alarming is the Met that they do so 
has led them to discover my terrible secret — or so they think. But 
i more of that later on , . 

' One subject that has now sadly faded from these pages is the 
■ continuing battle tor desk space, writing room and sanity with Rob 
' Candy (see the Playing Tips if you haven't already), but doubtless 
I the Powers That Be will annoint my sainted head with some other 
horror 

So, a difficult task to select a worthy letter of the month from such 
a good mailbag. but this one caught my imagination because of its 
I feminist plea . . . 



NEVER 

PUBLISHED, SOB! 

Dear Lloyd, 

Many CRASH readers write 
letters in to express their views 
on something; or to complain or 
just for publicity. But about 
99,9% of thes& readers are 
disappointed to find their letters 
absent from the next issue. 

Of course it's impossible to 
print ait the letters you receive, 
but what makes me so angry Is 
that some people tike Jeremy 
Gunners and some ot hers, have 
had their letters printed more 
then once. 

I for one have spent at least 
HO on stamps for the letters I 
have sent and haven't, and 
probably won't have any of my 
letters printed. But people like 
Jeremy ens so horribly lucky and 
people like you are so terribly 
biased that \ expect to see 
another of his tetters soon, but 
none of mine {including this 
one). Why am 1 wasting my time 
anyway? 

Mark Corder, Dunfermline Fife 

I Perhaps you just f ike writing 

| fetters, Mark. However, as you 

I see, sometimes ever? you can be 

I lucky. The simple reason why 

I some people get theirs printed 

. mow than once, is that usually 

: they are follow-ons from en 

J earlier argument Sometimes 

1 they fust ate lucky. 



FORUM 
FORUM 



Dear Lloyd, 

I woufd like to congratu late you 
on your generally excellent 
magazine. It is still the best 
magazine for the Spectrum but 
of late has become inconsistent 
and the Forum rather trivial. I do 
not object to any of the covers as 
i am not impressionable m 
fifteen years of age and I would 
jrke to siry that the subject of 
'obscene' pMij res by Oliver Frey 
has over the laid few months 
become rather borimi 
I know that you beve 
schedules to keep and the 
magazine is prepared weil in 
advance but lately \ have been 
disappointed when gam^s that 
a re i n th e shops do n ot appea r in 
your magazine until either the 
next issue or the issue after that, 
Mereiy Man g ra m is goo 
are the Playing Tips arm 
Adventure Trail, but I find 
popular Hall of Slime polntl 
due to the fact that most 01 
scores are m ade u p a n y way , I 
know for a fact that friendsTof 
mine have had a photo taken, 
made up some high -scores and 



WHILE THE CAT'S AWAY... 



Dear Sir, 

I am a regular CRASH reader, 
and of course, Spectrum 
owner, i have noticed that 98% 
of the letters you print on your 
page are from teenage boys 
wrth the remainder from their 
dad's and one or two sisters. I 
can't ever remember seeing 
one from a mother in her 
thirties (eariy thirties) so here it 
is. (But will you print it?) 

There is nothing I enjoy 
more when the kids are at 
school and the baby's playing 

Sjietly, than a good session on 
e old joystick {or keyboard). I 
don't buy very many 
expensive games but 
occasionally manage to 
stretch the housekeeping a bit 
1 love adventure games but, 
unfortunately, I'm not too 
good at them (t haven't 
completed TheHobbit). 
Platform games are another 

Freat favourite, at present it's 
i rebird's Booty, but I do enjoy 
games like Blue Thunder and 
Harrier Attack and of course 
Sabrewulf, 
I bet there are hundreds of 




l sent them away to your 
[ magazine, where as often as not 
they are printed. 
As to your ratings system I do 
I not always necessarily agree 
I wrth them and when being 
I confronted with six CRASH 
I Smashes in the February issue 
and eight in the March issue I 
think it becomes necessary to 
•award a higher accolade to 
show the 'pick of the bunch". 
Justin Bickle r Pfyirmith, Devon 

The Half o f Slime was always 
intended as £ bit of fun, nottode 
taken too seriously, although 
totally pointless if people were 
consistently dimmest— an 
antidote the th e very 6ormg 
columns of tediously 
searched scores fo un d m 
t magazines a r the time, 
ven the We, Half of Slime ' was 



other mums who wait till their 
lads are at school and then 
have 3 sly go, so come on 
ladies, stand up and be 
counted. Perhaps in the future 
Crash will run a ladies page' 

Iust for us (Good idea eh 
,loyd)?7 

Mrs Lin Rhodes, Lew is ham, 
London SE13 

t'rn sure f have printed the odd 
mum's letter 1 fa the past but 
you're right — they're few and 
far between, and yet there 
must be plenty or housewives 
and mothers who find some 
time on their hands in the busy 
workaday and also ha ve the 
inclination to play computer 
games. Let's be hearing from 
you tben r However, not all 
female CRASH readers think 
I'm that wonderful as a letter 
called 'fudging the issue' 
Indicates, Anyway Un, that's 
£20 worth of software for you, 
so you can update on some 
newer games than the ones 
^ou mentioned! 

1 with some people. What do 
1 readers think? 

I've spoken at some lengt/tin 
past issues about the timing 
problems that can arise witi 
Same release dates, seeing 
finished pre-release coptes 
actually getting a review out on 
the Street. We r re ,?// too often in 
the^ham^s of serendipity 
(LMLWDjwhen things go well, 
and whatever the opposite is 
when they don&rth glqd to 
. you NOT corriplakirpg afaou 
having too Many C ljSf f^ 
Smashes, but a pivk &f the 
month " ts another trap really, 
sometfrn&& forcing th e review 
team to choos9®ne g$me above 
another. I'm not saying it's 
tfflp ossih/b or ejtfp corrupt to <to 
so f hf it it adds motf^eiament 
H^M equal ton and forces us to 
he mtore hard and fast in 



fth 1 
s and 



| lp * y -v ttfm r ■ v/ it • r ist * of tit fes h k e dews ■ o r I M f f i g ( t r* n we feo< 

^necessary. However, A*s 



f flail of fwme ' Perhaps today it 
has outlived its time, although 
w fhe questionnaire results 
T indicate continued popularity 



sary. However, it's 

Y another option open & fcruttny 
i/t the quesjjpnnairefin^rint 
LM 
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128 



WHO DO WE 
APPRECIATE? 



Our deeply beloved CRASH editor, Graeme Kidd, sparked off 
some controversy in the Aprii issue with his comments on the 
J28K Spectrum, Lots have written in on the subject and there isn 't 
room for all the tetters, so to get as much in as possible, here are 
some extracts, kicking off with a long one that states the case hr 



Dear Lloyd, 

I thought I wou Id wrile to you 
to air my views on Graeme 
Kidd's article about the 
Spectrum 128's future as a 
games machine in last months 
issue, and perhaps to 
encourage people to support 
the 128. 

In his article Graeme was 
talking about the software 
manufacturers attribute to the 
new machine. And it seemed 
to me that most of th em h ad n o 
fixed- plans for the future and 
were waiting to see how wel l 
the machine would sell, This is 
fine if the public ane going to 
support it r but at the end of his 
article, Graeme said that due 
to the lack of software perhaps 
potential tajyersofC-hra'a new 
machine should hold back 
wan. I know not everyone 
would take Graeme's word es 
the gospel, bu^reoftwSfi 
companies are not writing 
games until the machine sells, 
and the buyers are not buying 
because there is no decent 
software, then you might as 
well say goodbye to the 126, 
I would not dream for on* 
minute of J p titling* Graeme 
down as he obviously & very 
highly re spc c t tfd m em bur of 
the computer press working 
for such a magazine as 
CRASH, and I nT 
everyone else will 
thft 1 29 becom *gj^ 
especially after the recent sell 
out of Sinclair to big rivals 
Amstrad. 

M Smith F Bournemouth, 
Dorset 

Mow, think about it Graeme. If 
we all waited for everybody 1 
else to buy the new 1 28, where 
would we be? Look at it from 

I the point of view of the 
software companies. Whet is 
the point of making games for 
a machine which has nobody 
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si ire he and HP 
nttosee 

^stfc%is; 



to play them? The obvious 
thing to do is to let somebody 
else make them, and only if it 
becomes a success do you join 
in. BUT you (at CRASH 
Towers) have told us all NOT 
to buy the 128. This means that 
fewer people will buy the 1 28, 
either because they trust your 
divine words or because 
they're incredibly gullible, and 
therefore fewer companies 
will make fewer games,, fewer 
people will buy the 128 and so 
on, etc, 

CRASH Reader, Shrewsbury, 

Salop \ 

* 

HELP! ! My son has just sold 
his Spectrum Plus and is 
desperate for a Spectrum 128. 
As I am one of the many mums 
who know nothing at al l about 
computers la RAM to me is still 
an animal) njaybeyou would 
advise me on buying one I Is it 
a good buy and without being 
biased — is it worth the 
money??? * 
Janet Midgley, Guiseley, 
Leeds JJ 

r he current spate of 
e#cs! tent Spectrin releases 
which, I msy say.. I never would 

sought pOSSi bit in eaHy 
1983, the Spectrum may now 
have reachedpi peak of 
technic&l excellence, and due 
to the release of the Spectrum 
128 1 am now worried that 
magazines such as yourselves, 
will concentrate on this new 
machine and leave us lesser- 
mortals behind in the rush. 
After all, theZXB! was never 
heard of again after the 
Spectrum launch in 1982. 1 
would like to knowwhat 

■ dec i s ion CR AS H wil I make 

■ abou 1 1 28 cove rage and 

I eagerly a wa it the ou tcome . 
I Justin Bickle, Plymouth, 

■ Devon 



'l28KUK(lfshere J S 
Oh dear me I shock horror, fear 
Woe is us. Woe is me 
Is this the end of Crash as we see? 



Am I too early o r am I too I ate? % 
Oh my god\Ms the 128 
Will you change thts mag as you show it? * 
Is this the encTof Crash as we know it? 1 




This 128K can t just be a myth 
Is the 48K Spectrum on the edge t 
Us4SK owners can't take this my 
Put us out of our misery and tell 



Will it be reviews for the 1 287 
Come on now you can tell us 
If you do away with the4£K 
Spectrum owners will rebel and 



ofacHff? 
/more 
ell^^he score 

nd you'll haven 




So take th is wa rn i ng wh i le it seems q u ite clea r I 
Or else it won't be long till you a re trembling with fear I 
So keep up the game reviews for the 48 K 
Or it won't be long till you drive us awayl 

Stuart MttDonaU, Falkirk, Stirlingshire % 

PS Your mag won't be the same with 128 game reviews every 
week. " 

Phewf The first point to make the sard with Graeme's unsafety 
razor at his throat} is that Graeme did not say don't buy a 12& In 
fact he said; 'So if you are thinking about upgradmg from your 
trusty 43K machine, the best advice ts to hang on in there for a 
whi/e, and see what happens, ' 

The operative word was 'upgrading' and, as we have just 
with Amstrad knocking its price down by 40 to 739, the sent 
made good sense. Graeme did not mean to imply that no Oi 
should buy the J 28 but that caution in changing from 48 to 7, 
should be exercised. For people who do not own a 48K Spectrum, 
then the 128 is a sensible purc hase, t hope this answers Janet 
Midgiey's worries. 

Those concerning themselves over the gradual decline of48K 
in favour of I23K games, now have Alan Sugar and Amstrad to 
take into account, and f suppose there's little doubt that the 4SK 
Spectrum's days are numbered, but don't forget — there area tot 
of machines out there and software houses are not going to 
dump the software overnight, 

Of course CRASH is bound to review 128K games, otherwise 
we woufdbe fetting down those readers who intend to upgrade, 
are doing so or may already have done so. This change in 
machines, complicated even further by the Amstrad takeover, is 
clearly a bit disturbing, but then progress usually is, and f would 
suggest everyone relaxes a bit, bides their time and sees what 
happens in the next few months, 

So much for48K owners, what about someone who already 
has a 128? 

m 



i 




i 

INTERFACING TROUBLE 

Dear Lloyd, 

I am the proud owner of a Spectrum 1 28, a computer which 1 
heartily recommend. I am satisfied very well by the 128, buvnot 
by the service or attitude of Boots, who supplied it. The package 
comprised of the 128 computer, a tgoe recorder two manual, 
I twofee Ocean games, a Cheetah joJr stick and interface, software 
vouchers and a 1 5 general Boots voucher. A few hours later I 
d iscovered thai the i n terf ace didn't fit. ■ s \ ~ \ 
- 1 returned it next Saturday and was issuers replacement which 
was shown to fit. I then wasted several hou rs*pn vmced that I was 
doing something wrong when the joystick still failed to work. 
According to Sinclair, it is IN 31 \ ie Kempston conlpat»ble f but 
the computer didn't seem to realise this — the Kempston option 
didn't function, 1 returned it that afternoon, and the replacement 
was tested on my computer in the store. An assistant loaded 
Robin Oflbe Wood, the computer expert' was busy nea/by with , 
another customer First of all she tried the Sinclair option, then 
t he Kern pstgft one — ne ither wo rked , S he the n sou g h W he adv ice 
ofmei' 'expert', who told us that they'd recently been contacted *3 
by Sinclair about an unidentified fault in the interface. He said . 
initially that he'd known this for a couple of days. I replied that 
was when I'd bought the 128 and wSfltodtoJwiow whyihadnt 
been iri formed of the fault. He now sa«J thai they'd literally only 

■ just this minute heard. He then tried to find the letter and despite 

■ only having had it for 'literally' a minute r hed lost it. 

■ Then the assistant, who previously hadn't had a clue. about 

■ whet was wrong with the interface, transformed into someone 

■ who very professionally showed me the relevant paragraphs- ' 



the newly found letter and casually ass* 
war king version when the fault had b< 
It seems to me that although the f a\ 



blamed on Boots, they are taking advent 

sing spl 

a potential fault V^?Si 



accepting their money bat not beir 



red me that \'4 
»™<#t4d. 

peopiu by readily 
»«n about 



and 



UNDER PAR FOB THE COURSE 




Mow a piece of ad vice far 126 users, when changing the 

Mic leads, the Reset button is dangerously cioee. 
IVeal&o noticed two treitoffc mong youf staff, John Minson — 

a PCW spy an d Fra nooF rey 
of them before they *u in 
magazine, 

Nathan Byers, Taunton, Somerset 




'J- 



Choice spy. Get rid 
{LMLWDi — «ce 



Disregard all theothef claims 
of knowing your identity, ! 
have found ii. \ was watching 
golf on television the other 
day, the US Masters to he 
exact. The commentators 
were talking about the record 
for the Augusta Golf course in 
Georgia, USA, when who's 
name should come up but 
Lloyd Mengfam, that's right 
your identity is finally out 

May all your holes be 
birdies, , \ 





Working backwards, Ivan assure you thgtFranW^he frugatffrey 
has never done anything for Computer Choice. Asfo rJohn 
(Aloha) Minson {the man whos shirts screarntm/g^t£iful« 
reieasei Fm afraid to confess that he does brts and bubs ail a 
the pi fee and {whispering} sometimes tn places you'd be mo$ 
surprised about. 

For my part, f'm not surprised that Boots seemed 9 hir&nhf&d 
about the interface problem — they weren't the only ori&tQ'yet 
caught out t but it doesn't excuse that particular branch's ch$ua{ 
attitude. 
LM 



THE SECRET'S OUT OF THE 
CADDY BAG 

Dear Lloyd. 

Hello, what was that? Lloyd Mangram was the course record 
holder with 64 until N ick Price broke the course record on 
Saturday 12 April 1986. * 

Apparently, his record stood for 36 years so it must have been 
hard to break. Well done Lloyd f I have an mkm 10 stofl! ail the 
stupid letters that arrivn in The Forum about your real identity or 
what you look like, Why not have a competition where CRASH 
readers have to draw you and the nearest iooking wins a prize. 
Vou could print the winni ng entry at the top of the title page every 
month as well. 

Lastly I love the beautiful colour reviews thai have appeared m 
CRASH and some good recent examples are Winter Games and 
Bomb Jack and Three Weeks in Paradise Thank you very much 
For this as it brightens up CRASH a great deal- 
Aaron Brown, Chesterfield. Derbyshire 

What's he talking about? t?tt tell you, Aaron, tik$ tots of other 
attentive radio listeners heard an item that goiter Nick Price has 
broken a record at the American Augusta dub s prestigious 



Jeremy Weston, Boj 
Wiltshire 5^ 

This means that the ^stti 
of Derek Biewster is a picti 
j,aliasan83yf?ar-oM 
fh glasses! DerelTfi 
picture "is iMjJual fact in Robin 

Jy s stages So you are 
be i r>g bri bl^y the^rson * 
thn psuedo name 'Robin 
Candy 1 to pretend you have a 
Wist name, and therefore get 
fots of letters, S 
t Have you gotff^HPRes of 
j you as a.golter? 2 Please can I 
I have a Monty Mole comit- 
strip? 3 WJ-ywtVt you have 
.letters from Chinese people? 




Dear Lloydy Baby r 
Picture the scene, there i am, 
cm i sin' down the freeway in the 
oi' Chewy, wh^i sud denly , 
what appears over the horizon 
but my friendly neighbourhood 
computer store. 'Goshafootie*, 
exclaims I. 'Must booq!e on in 
there # n r see whauheyVegoi ~ 
j the way of software'. So in I 
and what confronts me but 
largn gr een box bearing the 
phrase Nick F&fdo plays the 
Open. After pondering lor a 
short time J purchase this item. I 
take it home. I load it. No 
problem with the hy perload. Not 
9 bad little game. Next day, I 
load it, No problem with the 
hyperload. Not ^ bad little game. 
J4extday, I bad it Unbeknownst 
(LMLWD) to me, my tape deck's 
feeling hungryXrunchl Silty me 
I think. Must've been my fault. 
So, at the next possible 
opportunity. I buy another Nick 
Faldo plays the Open. I load it. 
Not a had little game. Next day, I 
load it Crunch r Another tenner 
bites the dust. 

Never having had a tape 
chewed up on me before, and 
now two in ten days, made me a 
bit suspicious. Upon examining 
the defunct cassette, I find it to 




I know you are S3 but you 
should be able to read my 
writing, 

Tim Boning, Kimbotfon, 
Huntingdon, Cambs 

Apparently r some person 
Lloyd Mangram had 
64 in the US masters 
odd years ago. So 
have it a 65 year old 
drunfewi computer maniac 
who cantefford a new 
typewriter! 

Hbyden Reeve, Boston Spa, 
Yorkshire ■ 

Okay, great hoots at laughter 
etc, But let's get one thing 
ight Yes the person you 
" to was a famous goffer, 
1 WAS A MERICANl ' 
can teft from my 
secant that I'm a true 
BtfHfhrough and 
thfougnfntfsides which, and 
you can check this one out r his 
name was hot Uoyd 
Mangram, but Lloyd 
WIANGRUM with a *u'. Good 
Jtry guys Now where did I put 
the putter 



be of very inferior quality, 
especially where the tape joined 
the reel. So, writing to Argus, I 
explained the situation, They 
wouldn't have it, however, and 
iWsted 1 paid another £10 for 
another copy, I did. It lasted less 
48 hou rs. Crunch , Thi s is 
ng tjfipyond a joke. Thirty 
1 a month for nothing, and 
dowito pathetic quatity 
tapfs- 

So r how's about it, Argus? 
While we're on the subject of 
golf, you wouldn't happen to be 
related to the LLoyd Mangrsm 
owon the Open in about 1953 
ild you? Oh well . . . 
Hamilton, 



f can f t say that we 've ever 
noticed any problems with 
Argus tapes before. Maybe 
they've changed cassette 
manufacturers or duplicators, 
and maybe, a problem that 
befalls most software houses 
from time to time, they've 
suffered a bad batch which, as 
they tend to stay together, all 
ended up at your friendly 
computer store. Any comments 
from someone at Argus ? 





INCREDIBLE! 

TRANSFER ANY PROGRAM TO MICRODRIVE CARTRIDGE 

Tha full p«t*ntl»l ol ywi mkrwhlw CM m ruttMd wttt tbl 

. miRHGE _ rt 
miCRDDRlVER 

NOW WITH EVEN MORE EXCITING 
FEATURES AND STILL ONLY £39.95 

Failures: 

+ NEW Evan faster loading from cartridge 
NEW Optional saving of screen display. 
NEW Copy (unction Tor screen dumps to ZX printer. 
NEW Dump (unction for program hacking. 
Consists of hardware only, no «HMional software required 
Transfers any program to Microdrive in one simple operallon, 
Extremely my to use, 

Freeze any game at any Mini, save Lt fc and restore ii laler. 
Conipacts program for etficienl use of gartridge. 
ThrouQh connector tor other penphefals 
Poke facility Or infinite Irvet etc 
Also sa^es to cassette. 
if you have a mtcrodrive the M*crodnv*r is me most important pj»ra of 
hardware you could buy. " John Lambert - Sinclair User 

", , t Using the Mirage js a dream ...this davicsis a must for the serious 
mvrodrivef J Crash Magazine - Augusi 

"t much preferred the Microdrive/ for speed flfld ease at use. " 

loto Davidson - Your Spectrum 



UPGRADE Sfi RV ICE :W_b_ will upyi 



your existing MiWMlnvef. Smplv r#tym ITi« urul 



to LA 'rift * tfieque r<y £5.96 ifd we ^114 H thf IpM veflion ROM. 
Mcrte; Th«S unrt is intended id SO^OT mrtWrt to Uanster pragrema onto JjHOjjl 
CftJlndgas For ape*d onO ease qf psmss. Pw^sma saved using lh* Mirage Mtoroanvw 
munraadabto unless the Mtaocaivef a presenl 

NOW AVAILABLE FROM YOUR LOCAL COMPUTER STORE 

Or in case of difficulty 
order directly from us 

24 Bank Street 
Bralntree 
Esmi CM77UL 
Tel: (0376) 48321 



Tndt *rni oneraeas aoqurtK w*toarw. 
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THE MEL CROUCHER AFFAIR 



Dear Lloyd J '/ * 
I read with interest Graeme 
K&dd's interview of Mel 
CrouchfiTConcerniDg the 
latty*s wwMb^ttie advent 
of .1 more exciting home 

age, and more and 



-e&bainc 




computer 
mtire or d 

produced for more a 
computers. J admire the 
which Mr Cr- ies 
implement new and mon 
derivative* computer gam. 
onto the market, such es fD 
and Oeus fx Macbtna. One has 
to agree that very few games 
O n the" ma rkflt a re tot a 1 1 y 
original and no' derivative. 

But r do-Bfc'Mr Croucher 
realise that people on the 
whole generally enjoy these 

OB r no matter how banal 
re r or however pointless 
they appear to be- For 
instance, let s took at the latest 
(April) CRASH Hotline chart, 
and to be more specific the 



Elite (shoot em ut^ 
2 Commando (shw 
IWOTEF (karate f\ 
:ade 




rategy) 
m up) 
em up) 
venture} 



perfectly good imagination. 
Then Mr Croucher says that 
they do not have the 
vocabulary to express their 
thoughts! Was Mr Croucher 
ever 14? I doubt it. Sorry Mel, I 
think you've got it wrong. 

Mr Croucher then suggests 
that the unimaginative 14-15 
kids are getting bored of 
computers like the Rubik Cube, 
Rubbish I The average age of a 
CRASH reader must be about 
14-18 and me growing 
popularity of any magazine 
can only sugg est that 
enthusiasm is increasing 
rather than being 'stuck away 
under the stairs'. So kids aren't 
becoming bored of the old 
concept contrary to what Mr, 
Croucher says. 

Otherwise it was an 
interesting article and Mr 
Croucher brought up many 
good points, the answers to 
which only time can tell. 
Guy Walters, Beacon sfield 
Bucks 



uy wasn't the onfy one with 
starvations r . r 




Of 



adventurej 
8 Hyperspqrts (sport I 
3 Gyroscope la 

10 Highway 
(arcade}^ 

Not Wng veryflng i na I 
now-derivative there,, istftere 
now? Thisaaems to prove my 
point. Mr Croucher 
complained last year about 
retailers' blind spot for 
£x Machine, maybe the . 
thought the public wouldn t 
enjoy those sort of games. 
, And, judging by leaders 
present oojpions th ay- seem to 
have gout right Look at the 
1 985 CRASH Readers' Awar 
any totally original gamg| 
there? Deus fx Machine 
probebty didn't 
because, amongst rfl 
reasons the public 
It will be very interest in 
how well tD will sell. f u 
Croucher will probabl 
with me that he enfoy^P 
writing and playing ueus Ex 
Machtna, like many 
programmers would stey 
about theif^ames. So a logical 
conclusion is that more 
programmers enjoy writing 
games like Commando than 
other programmers who enjoy 
writing games like Deus Ex 
Machtna, And it seems to me 
programmers attitudes seem 
to reflect on the opinion s of the 
games players. 
Before! finish J would like to 

raise two more quick points 
Mr Croucher claims that 
teenage programmers do not 



ing to see 



changes his very destructive 
views. To sum up, I think Mel 
had better look at a few of the 
'kids' around him, and instead 
of seeing them as mindless 
prats hell-bent on killing, try 
considering what a benefit 
they can be to software. 

Yours enrggedly, 
Simon Tilteon, Lrttteovec, 
Derby 



p . . and there was some 
aareementtoo . . . 
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expres: 
of amy 
n jth r 
this n 

The* 




i 

i 

ie opinions of the ■ 

shj would liketo | 
rtglfck points. — 

I 



I am writing in complete 
disgust about your Mel 
Croucher interview. It isn't 
CRASH that I ' m disg u sted with 
it's Mel I He says (section on 
senseless violence, last 
paragraph) that us kids of 14- 
IB years (lam one of them) are 
i nca pa b I e of com ing u p with 
an original idea ana even 
when we could, we wouldn't 
halve the vocabulary to 
express it. Listen to the words 
E ian who is damning the 
of society. How pathetic 
an is, 

software that us kids' 
turn out may well be 
derivative, but that is usually 
due to us not being brilliant at 
artificial intelligence 
techniques. There is one game 
however, which was 
programmed in BASIC, was 
not technically excellent, and 
didn't even get a good review. 
The game is Frank the flea 
reviewed in the same issue as 
the offending article. There 
was not one bit of killing in it. 
He even contained some 
compassion in that the end is 
when the flea meets its 
mother. Try and sneeze at that 
one Mel, 

I am considering an artificial 
intelligence game Bt the 
moment Pipe dreams/Ktds' 
dreams/ Mel may utter, but I 
" know I have the capability to 
design and program it. and 
definitely the Imagination. As I 
^ read the interview, 1 became 
more and more sure that 



i 
i 

T 

I 
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I read with great interest 
Graeme Kidds interview with 
Mel Croucher, a man with 
whom I share many views. I 
am a 16 year old student, who 
has had the pleasure, and 
sometimes the annoyance of 
owning a 48K Spectrum, for 
the past 2 years. I have seen 
and watched with great 
interest how the Computet 
Industry has changed in the 
past 4 years the Spectrum has 
been enhanced to its 
supposed limit with new 
software. 

We have been flooded 
hardware like theMicrod 
Wafadrive, Interface I and 
many others, yet where 
this lead the Industry? In_ 
of improving I think tt has dis- 
improved, providing re-runs of 
Ola computer scenarios, like 
platform games and lately the 
wonderful if over-used 
sporting idea. What the 
industry is lacking is 
innovative ideas, the like of 
which Mr Croucher seems well 
able to apply to his skill with 
computers. I have yet to 
encounter ID which sounds 
interesting, if slightly limited in 
game-play. 
Mark 9eatty ( I 
Dublin 




BEING TOO 
FRONT 



UP 



Nuwave was the company 

posses an active imagination, I best suited to it. but when I 

and thus tney can only be tame to 'that line, my mind 

denv;il ive'. To suggest this is snapped off the idea instantly, 

utterly iSBus. why, of I and its present state is not 

course iWyear olds have a ■ likely to change unless Mel 
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Dear Lloyd, 

I have a I way $ been impressed 
by CRASH'S policy of totting its 
reade rshipair its view. The 
support of freedom of speech is 
highly commendable. It was 
with this in mind that I read 
April s Forum. I was amazed to 
see Mr Birches letter in support 
of advanced advertising, I find it 
in c red ibtotihst someone should 
actually believe that th« 
corn pantos involved should 
advertise eg far in advance 

ogive the public 
enougrflimptosavc hs 
Surely Mr Birch je^is? 

InteresdWy. your magazine 
also pub^Ksd b letter by Gary 
Mays of PSS, His version of the 
advertising quandry seems 
mutli more plajBole. " 
Adverfisij^^B software 
industry H|Husly as 

Ulanta" is in any other 
^ry Without it sile£ would, 
ler, but this is 
zeatous 





trumpet blowing. 

M r Mays a ppearqg to rn iss the 
point that a lot of people are 
disappointed ^nti frustrated by 
having g^rnes advertised but 
unavailable or worse* not e wen 
completed Worse still is the 
taking of money for non-existent 
products. PSS may not Gash 
their cheques but f p m sure trwe 
are those who do. In addition, 
what does Mr Mays think re - 
paying customers were doing 
while they were waiting for the . 
postman to deliver the Tong 
awaited jiffy bag? I hardly feel 
th at peo p I e consider them selves 
fortunate to have such altruistic 
custodians of their hard earned 
cash (be fare you poiru out that is 
cheque is only a pffcq* of paper 
until cashed it is worth 1 
remembering that postal orders 
have to be paid for in advance). 

What harm is there in 
finishing a product before 
advertising it? The reasoning 
behi nd advanced ad vertisi ng 
would appear to indicate a 
certain lack of faith in the 
productaproduced, Are 
softwarehouses so uncertain of 
their market that all their 
re I eases haw to be m ega-h y ped 
for Them to be successful? A 
game should be able to sell on 
its own merfte withnut being 
dangled cTO- 1 ike in front of the 
consumer for months on^end, 

Personally I wait Until I've 
seen a program running before I 
buy it and [suspect many other 
people do too. All the pre- 
production hype is wasted it 
would seam. 

I can understand that 
sy nchronising the release of a 
product and its advertising has 
rts problems but surely this 
situation can be overcome or at 
least improved upon. Mr Mays 
can sympathise all he Sikes but it 
doesn't in any way make up for 
the anger felt by a good many 
people. It's about time these 
people got their act together 
because sooner or later 
someone's going to find 
themselves without a paying 

BibliCt 
artin Wright 16a 
Copperf iekis, Chigwell, Essex 

I'm fairfy certain that a 
marketing man would ted you 
there is great value in pre- 
pub/icily and e&rty promotion as 
a means of making punters 
aware of a product On the t 
hand there is also an unwri\ 
rule which says that major 
promotion that misses 
av&itebtfity of 3 product fn the 
shops is a tig faffer r You can 
have successful safes with very 
fittfe promotion, but again 
statistics show that a careful 
buiid-up is essenti&l to make a 
real success in all but fluke 
circumstances, Once the launch 
period is over, I think word of 
mouth is the most powerful 
advertisement anyone can have, 
and the nice thing about that is 
that it's free! Aft you need k a 
i program. 





DYNAMITE DAN II 

Dynamite Dan's back - and howl There's 200 screens 
of challenging gameplay, simply crawling with 
jtelligent aliens out to trap you, to keep you on your 
toes (which will be tapping like mad to the amazing 
music, too!) 

Spectrum £2.95 tape 
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ACTION REFLEX 

The brand-new, allactioi:. N' 
launches out with a real gmasi : I ■ s a iran! 
multilevel. Beat the clock bail .:. . : : .c - and 
where did youset-*. i »r.d white 
chequered ball befc : e 

Spectrum £7.95 tape 



./ 



STRIKE FORCE HARRIER 

Fly by the seat of your pants at the controls of the 
Hamer, one of the world's most exciting combat 
aircraft. But beware of enemy ground and air attack as 
you battle your way to your ultimate target. 

Spectrum - fimstrad CPC • BBC/Electron £9.95 tape 
BBC disk £12.95 ■ Amst rad disk £14.95 



Pumell Book Centre , Paulton, Bristol BS 1 8 5LQ Tel: (076 1 )4 1 3 30 1 



ADVENTURE — «H 

C/PSE1 d 




A Dear Sir, 

In the September 85 issue of 

A CRASH, Derek Brewster 

reviewed an adventure that 1 co- 

A wrote with Hon l&mmon called: 
\ Pmject-x the Micrurnan. The 

*r rev hew was quite lengthy and 

A detailed, although Derek made 
several incorrect observations 
whilst playing the game r for 
instance he sa id that a ft e r 

▲ making a bridge across a 
crevasse using a twig im the 

A adventure you are only 3 inches 
tall), that there was no mention 
of a bridge be i no made . If he had 
looked he wou l3 have seen that 
there was A TWIG FORMING A 
BRIDGE! If that's not a big 
enough mention then I don't 
know what is! However, being 
considerate and thoughtful 
adventurers, we noted Derek's 
points about the unfriendly 
vocabulary, more helpful 
prompts etc, and made many 
important changes to the game. 
We wrote to the Signpost 
section of his adventure column 
and pointed out the above 
changes, but the letter was 
never published, so we left it at 
that! 

Six months later we had the 
good fortune to be approached 
by G lobal Software wit h an off e r 
|o include Project-* the 
MrcromfnQTian adventure 
compilation f ape which was to 
be caOed Fourmost Adventures 
{because there were four games 
on it!) We jumped at the offer, 
and eagerb awaited the all 
i m po riant CRASS I rev iew.lt 
eventually appeared in the April 
13B6 i5&ue F and to our total 
amazement Derek Brewster had 
not even bothered to re 
appraise the game in its much 
improved form at 1 He gave it 
exartly the same ratings as he 
didthefirsttime round, 

Now when a game is 
criticised, either fairly or 
otherwise, you would expect 
changes to be made to that 
game, taking heed of the 
criticism. Well, we made the 
changes, but Derek obviously 
couldn't be bothered to check 
and see if his comments were 
noted, so why did he bother to 
make them in the first place? An 
adventure reviewer's job is 
much harder than that of a 
games reviewer, simply 
Because of the time needed to 
solve the game and the 
A bra inpower requ ired to work out 
whether the solutions to the 
problems are possible to 
achieve in real life. 
Twn Kemp, Norwich, Norfolk 

^ Obviously there's not a fot f can 
^ ssy to that, but no doubt when 
Gere* gets to read his copy or 
A this issue, he'H think of 
. something? 
A IM 
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OUT 

PROBLEMS 



Dear Lloyd , 

i Why, oh why do magazines 
I have Pull-out Supplements l 
I can see no logical reason for 
i them. (But there again, where 



ALL 

*THAT* 

GLITTERS 

Dear Lloyd, 

I decided to put pen to paper, 
and write to you about the much 
aired subject of cassette 
presentation Whilst I am in § 
; favoucof big packaging. I think 
; these cases should be strong, 
qood quality bo*es, and not 
ftimsv ones likely to get battered 
I and warn after only a few days 



A 
A 



has logic come into play at 
CRASH Towers)? If you don't 
b ma k nai is or rip up you r 
fingertips opening the stapies In 
the mag to 'puH-out' the 
suppiement then you do so 
trying to close them up again. 

Once you have got the 
supplement out r I find that 
within a week the blasted -little 
thing has disappeared without a 
trace I've m anaged to keep a 
watchful eye on mTs little paijr * 
of a supplement, but with other 
"add oris' from other mags, 
(which will rgjXMHni ^ 
annonymouff^the case has 
been the sa irm each time: they 
have all gone J Missing in 
Action', 

'Ah', I hear you cry, but if .we y 
didn't put in supplements, we'd; 
have to use 'perfect binding', 
( M entioned i n the reply to Tony 
Bridge's letter, April 86K Well, 1 
have worked out that 140 
(Number of pages in April 86V 
add 24 (Numberof pages In RCs 
little number) doesn't exceed 
the ma ici mu m n u m ber of pages : 
196! (Also mentioned in the 
reply to Tony Bridge's letter). 



So, LI 9yd Mangrarn, let's see 

Kou wriggle out of that one! 
licholas Green, Christchurch, 
Dorset \ 

PS Is Derek Brewster as young 
as he lookl in his portrait at the 
start of Adventure Trail? 

No, no, no, wpu'yegot itaff 
wrong, the f}utf-out supplement 
was to add GQniumer 
sppteciatfon status to the issiie, 
not to avoid 'perfect binding^ In 
fact Ridding sections to the mag 
is exactly wfrzt fates you 
towards that magic figure for 
perfect binding. The alternative 
is what's €afled 7oos^ ieaf\ just 
slotted inside the pages without 
being stapled. But these always 
want to Ml out on the 
newsagen ts ' stands and then 
readers GQrnpfatn about being 
ripped off besides, just because 
it says 'puff-out' doesn't rne&n 
you have to. And ye$ r Derek 
does fook that young in real life, 
in fact the drawing does tittle 
justice to his handsome 
dashingness (okay Derek you 
own me one now . . J 
LM 



TECHNOLOGICAL 
PROGRESS ISNTALL ITS 
CRACKED UP TO BE 

Simon Shepherds fetter about the defights of turbo loaders also 
sparked off some more ideas on the sub/ect of progress m 



of being bought (Please take 

note Bay orxlM 
Also, I think these new double ■ 

cassette cases. Uke the Winter ■ 
Games qnd Movie cases are 
awkward and pointless Tne 
manufacturers and software 
companies claim that other 
cassettes 10 go in these cases 
are coming, but so far no signs 
of these have emerged 

Some people complain about : 
(he iackof detaiied instructions 
w iih some games but if m or e 
were offered, these might give 
too m uch away about ffi e g ame, 
thus detracting from its 
enjoyment. Ultimata's games, 
for example, have well 
presented instructions, but 

■ these nevertheless are verv 
! vague, but this doesn't take 

away any enjoy merit from their 
games. At the other extreme, 
careful instructions, or a well- 

■ written manual can create 

; atmosphere, and add a lot lo the 

■ enjoyment of games. Elite is a 

■ prime example of both good 
: quality packaging and an 

. excellent manual Well done 
; Firebird! 
Dominic Spray, Watford, Herts 

Obviously you can't get big 
manuals rrt ordinary audio 
cassette cases, but in general I 

■ stiff think t like the okf fashioned 
cassette packaging the best It all 

. sits neatly on a shelf and looks 
: good, easy to stack and easy 10 

■ look through outckty. But then r I 
always was an old fashioned 
thing. 

LM 



general... 
Dear Lloyd, 

Gravel, 0 Mortal l am the 
High Priestess to thfe shrine of 
the rubber keyed Spectrum. 
Slowly my disciples are 
turning to the Spectrum plus 

end a Formal keyboardi i 

want to h ea r that al I my 
remaining believers are 
writing in to let CRASH know 
the faith in rubber keys is MOT 



EACH! 
The almighty W izl 
Sarah LilFington, Chard, 
Somerset 



I am writing on the subject of 
turboioaders So far Simon 
Shepherd is the only person to 
write in agreeing with them 
All other letters have been 



o ABRIDGED 
0 BRIDGES 

O The long tetter from Tony 

Bridges complaining about the 
O prtce of the Christmas CRASH 
- Speciel, sparked some 
O controversy, most of itfi'm 

• surprised to fldd) favourable, 
Her* ere 3 couple of typical 

• tmers. . . 
_ LM 



deserve two pages to sound off q 
your hypocritical crap. Mr Lloyd, 
in the Uiture, bear in mind the q 
poets of this country who never 
get their letters aired, and throw Q 
the likes of Mr Bridges letters in 
the bin, where they belong. 
J»Oh Bsh*n, StodctonOn 
Tees, Clflvdand 



O 
O 



> Dear Lloyd, 

BORING \ (Oh no, I hear you say, 
\ but just hear me out). 1 am of 

course referring to Mr Tony 
\ Bridge's letter in issue 27 of 
fc CRASH, which was two pages 
' long (including your ans we rl 
I We didn't need to see whet Mr 

Bridges was complaining about, 
i we already know. The Christmas 

Special was fantastic and well 
I worth the money, just for the 
. poster, Mr Bridges and el> his 
P other hypocritical friends can 
. p*** oft [We don't need you and 

we don't want you and you don't 



Strong stuff indeedl The next 
wnter w&$ somewhat mom 
polite r * » 

£1 and El .96 for the Christmas 
Special , I mean what has CRASH 
ever given us? Well they have 

frven us LM r s Fonim, Playing 
ips, Merely Mangram, Bug 
Box t News fnput r Reviews. 
Cornpo's. Jetman f Crash 
Course, Advert*. Top 30, 
Adventure Trail Frontline, LM s 
Hall of Slime, Techniche, 
Previews and Special offers is 
what CRASH has orven u%, so 
stop com plaining because it & 
worth hi 

Chris. BrwttfilL Brewo&d, Staff* 



OOOOO 



• • » • 



OOOOO 



^ complaints, I have 

V* experienced no problems with 

^ Speediock etc, but I think 

software bouses should take a 
look at Dure II. Saboteur and 
Turbo Esprit (I bought both) 
have one turbo load side and 
l^^pne ordinary load. So if you do 
have problems with the fast 
load/you can load in the other % 
side. ^^^^ * 

Turbo loaders present no 
problems for people mtii 007 
i rue rf ace , tw i n d nnk , fmt copy 
programs, so this system of 
DureH's should be used mom 
often. 

Lenslok. In my; opinion 
lensloked games sell less 
copies than ordinary ojnes. If 
50 copies of lertMeked a 
ordinary games (eg 
Tomahawk) were put on sal 
then the ordinary copies 
would sell quicker. And a gam ^ 
Lenslok pos&s no problem for- 
th© 007 i nterf ace enter-fhe 4 
code \ if you can land then save 
to tape, Hopefully the softwsr*^ 
compan ies wi 1 1 see this po i nt 
of view, and will follow 
Dureirsiead. * 
Dave "Lilbo' Lilly, Nail sea P 
Avon 

The software protection 
^^k&vtces continue to flummox, 
irrita te and defy those who 
suffer them and amuse those 
who find simpie ways round 




them. But what about the 
games they're protecting? 
Kevin McCleam 's fitter 
introducing us to wfwthe 
caffed the W factor, prompted 
quite £ bit o f response from 
nfadgrs . , . * 

\ ^ * L % 

His *K factor' is not just Irish 
mist but does have reality, I 
have been a games player for 
over 20 years playing 
wcjryames, board g^mes and 
latterly computer games on 

ZaBI and Spectrum 
Computet g^mes are first and 
foremost GAM tS. The 
essence of a successful and 
lasting game is its ability to 
iwol ve as completely as 
possible the participants. 

The fasting games, those 
that fn ten years time might 
stand in the same class as 
Monopoly or Diplomacy, will 
be those thai are, at heart, 
good GAMES, At the moment 
most Spectrum games 
designers appear to be 
concentrating On those wrth 
the greatest vi sua? appeal. 
Much of your reviewer's and 
others attfcfU ran is 
concofTI rated on graphics and 
the v i sua I presents t i an . Very 
little attention is paid tts 
p i a yah ilityor how y oud o < 
taking is the game content or 
how welt the geme immerses 
the pUiyer in its plot of 



whatever. 

So r message to your\ 
reviewers; all that glitters ie 
not gold — pay more attention 
to content rather than visual 
gimmicte. 

Aft Walker. Meniere, Bristol 

There's atw&ys a danger with a 
new innovation! that its 
technical and novelty appeal 
may overwhelm actual 
content This was dearly the 
case vniih arcede machines 
and then with home computer 
games, f think you're 
absolutely right that the 
'classics* wsil be those where 
the game content is good. 
Obsession with the novelty 
factor in home computer 
games was fortunately short- 
lived, replaced by a more 
advanced interest in gameplay 
design and content — at least 
for some programmers, of 
course there are always some 
who think fesf sprites and a 
repeat idea is sufficient. Lets 
hope the medium wilt survive 
as healthily as no vels, not 
necessarily 'looking' different 
from each other, but packed 
with new ways of iooking at 
*(? jfe' in a manner that appeals, 
engages (merest and pro vokes 
thought 
f Here's some more thoughts 
on the subject . , . 
LM 



Kevin McC learn says that a lot 
of software these days is too 
drig m&l for its own good, I 
agree with him in some 
respects, namely the utterly 
boring Deus Fx Machine, but 
Kevin also underlines games 

. such as Gyroscope, which 
received a CRASH Smash and 
which I found to be excel tent 

Kevin then went on to 
mention that there were some 

H^^H which were original but 
also highly playable such as 
Commando, YmAfKung-Fu f 
or Fist Commando isn't 
origfnal really it's just a Jazzed 
Up shoot em tip in d as lor Yie 

J&£rKung-Fu being original I 

^Nhe re a re m i I li ons of ma dial 
^rts games on ttte market at 
the moment. ^^^m 
He also mentions the 'K* 
v factor, that games without this 
factor are crap, like one certain 
game he mentioned called 
Tau-Ceti, which again is mega- 
brill and winch received a 
CRASH Smash But after all it's 
just a matter of opinion isn't it? 
B Chariton, Sunderland, Tyne 
&Wear » 

• Yes indeed, it is alt a matter of 
opinion, andwithout diversity 
of opinion life on Earth would 
be very boring (Lloyd's 
tendentious moral for the 
month} 
LM 
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EXPRESS SPECTRUM, BBC 
and COMMODORE REPAIRS! 

£3S 



WHY PAY HIGH 
FIXED' 
PRICES 



o 1 



Spectrumsionif ffiA for honeot-wb 

(We do not charge you for our %V ygur nynputef bong repaired and if 
fancy premises by charging W ndthifig wrwig with It we win 
high TtaBd" prtasl) ^^Wyculll 
Reputations tate tlrwto bgiwiJFj for rotation ft helpiMuiess 
we have been repairing ZX 6 V "s. TflF 
Spectrums, QL"5, Apptas and 



BBC's prolesstarialy. fcr .2 'A 
years - who b coming second? 

in all LLK. fttth WhUe-u-Wait repairs! 



t«p et*vge U 
repan sHe { 



LOW prices tor the smuer 
repan 5i (e.g. £9 ftsr keyboard fayfts] 



FOR LOW ffrlCES "My cDmpuier 
'blew recently, i tflOK It ID HJkHCOMP. 
who freed it kn fl mmutesl ana for less 
tfUflEl CH Hwy are loCaJ, 'clued up . 
and Hlndlngfr efficient!" 4 HELTONS 
DIQ£5T. 

FOfl PROFESSIONALISM - "Of ill the 
repair ecrnpafiies :$mdair Uaer" m** 
to, MAMC0MP seemed the- MOST 
PROfESSIfMAL When it came to advice 
and a helpful attitude" AUG 85 



9 



have colw acitsi a Arm til* will be 
tmm tfw Willing □? adww you as tn 
traw in remedy your proWems. They 
are called lAAMCCMFaod a&well as 
r^painng fau csmpirtn « 
cute wuilng to oscu» ytur prt*l*rm 

md mace important^ CORRECT 
CURES" ^ftam POPtflAfi 
COMPUTIMG WfeKl^ JAN €&- 

FDft SPEED - "Oneflmi at least on 
effect any neOHMry riepain over the 
counter in 45 mifiutes. Based \r 
Mafiswster. WWUCOMP w oftef 
wtiat li arguaoly 0* FASTEST 
■■urna rouf<2 in the DUfliness. to personal 
alters" CRASH Magazine JUNE 1 965. 

THtf tS WHY Spectrum users trow 
toftk&CorrwM.Sco&nd. 
Birmingham. LrvtrpX*. Cwrtry. 

EGYFT EIRE. GERMANY. HOUJWO. 

nuwArr. MmmY, fliws™. papua 



rV£W GUINEA SAUOi A AW4 
SWEDEN. SWITZERLAND JflCT 
Zf MBABW€ - send ehpr f^ectrurnilD 
MANCOMP for rqwrt 
24 HR. TURNAROUND MQ-QUI BBLE 
GUAFWfTEE NO HI DDEN t GST^ 

Beciuse we repair hundreds of 
computers every week we are 
able to pass on our "component- 
buying discount' to YOU In 
lower prices . . . WOA Cpu 
£150.41 16 50p. Upgrade 
/ftted £ \ 8.95 

- we bflng down the prices tor 
repairs and cotripcneritsl 
(We may inefuse iM revive 
computers suturing from 
attempted D IV, repairs!) 

Every parcel sent tiy 

Royal Mail fteceiprtEtt PtStaod msured 

for return joumeyf 

\ rw next day delivery nXlUOS E1 .50 

eon). 

($efuficor by prior arranoOTP^)- 
On-site ma tnte M nci e lot Apples. 
I.B.Mrs and most nnafces erf printers 
abaavo3able. 
Cmrent*^ 4hr responsel 
WHY DELAY - <?UH ESTIMATES Afffi 



¥DU DO HOT UKE 0UB ESTIMATE 
WE WILL RE1U RN THE COWPUTEP 
AMD REFUND THE POSTAGE IHCURRE0| 

MANCOMPltd 

(Dept. C4 ! 
PrintwofHS Une,Lewefis*iylrFie 1 
Marich^Stef M19 5JP 

Phone 061 -224 1B88, 
OR 061 -224 9688. 
OPEN MOM SAT 9am 13 7pm 



What we do today 
FreEANDwnTHowoBiJcs™,iF others do tomorrow! 



NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER 
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CTRUM PETS 

• Dear Lioyd. 

Please could vou tell me if 
1 someone is converting the Utile 
, Computer People from the 
Commodore to the Spectrum. If 
1 they are, how long wilMl be? 

I have asked th is beca u se I 
saw il being played on the 
k Commodore and thought it 
looked good and it was when I 
tried it Soon after thai I saw it 
> again at Boots in Reading. I then 
went to the counter and asked if 
there was a conversion job 
being done. The reply to this 
was yes and ti should be out 
soon, so I thanked the nice little 
man and on my way Feeling very 
excited 

That was before Chnstmas! 
And I am writing to you four 
months after Christmas and 
there is still no sign of this 
excel I ant garne !H 
Richard Hennessey, Fleet, Hants 

Shame tsn 'r si that little nice men 
fire not always as well informed 
as they should be ? / don T t know 
where your Soots assistant got 
his information from tut there 
isn't (and never wss) any 
intention on Acttvisions part to 
convert LCPto the Spectrum. 
The mam problem 1$ that the 
program depends heavily on 
continual disk access, 
something conspicuously 
missing on the Spectrum, the 
W cassette version wasn't 
anything like as successful 35 
the disk ortgtnaf version, There 
are plans for an Amstrad dtsk 
version, hut more Amstrad 
owners have disk drives at 
course. 
LM 



ARMS AND LEGS 
IN IRELAND 

Dear CRASH, 

1 am writing to complain about 
the price of CRASH. I know 
you're Ik ed of people saying 9Sp 
is too much, but l live in Eire end 
the usual price I pay for Crash is 
£1.43, until last November when 
it was £1 52, then the Christmas 
Spwiai cost f 3. 1 2- In February it 
was back again, £1 .52. By this 
time I was thinking of stopping 
my order but I said I would wait 
and s&e next month's CRASH 
with the F ree Pt a y i rig Ti ps 
Special r It was meant to be free, 
CRASH cost me El .63 that 
month. 

How coma CRASH never goes 
up in England? I know you have 
to send your copies across the 
sea and still make a profit and 
change the money for them 
from runts to Sterling but £1.53 
onwards is a ridiculous price to 
pay when £1 .30 at least would 
be a fair price. 

Have you gone mad asking 
this price? CRASH is a great 
magazine so can you do 
someth i ng a bout bring] ng down 
the price in Eire? Because many 
of my friends and I won't be able 
to afford to buy it, 
Philip Curry, Dublin ft 



/sympathise with you Philip, but 
a point needs to be understood 
here, ft isn 't 'us T &t CRASH who 
decide what price the Eiran 
shops charge, fndeed we don't 
actually send the megazines 
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THE AZIMUTH ALIGNMENT PROGRAM 
RECOMMENDED BY EXPERTS 
AND SOFTWARE HOUSES 

OPERATION 




ALIGNMENT 

Operation Alignment is all you need to look after your 
computer. The azimuth alignment prog ram will check the 
correct angle of your tape heads and the specially designed 
screwdriver will adjust them accordingly. All instructions 
and readings are displayed clearly on screen, 
tf you look after your 
computer you'll look out 
for Operation Alignment. 
"I found (it) consistently 
more reliable." Vbur Spectrum 

£5.95 r.Kp* 

Send cheques and postal orders to 

GLOBAL SOFTWARE 

1 PO BOX 67, London S Wt 1 1 BS. 




™ A DIFFERENT SORT OF ADDICT 



Dear Uoyd r 

Why is it that you assume all 
you r readers a re games addicts ? 
You certainly seem to give Ihis 
impression. Far example, 
looking through the Apnl issue, 
we f i net that almost every! Ming is 
to do with games. What with 
Ad ven lure Trail, Frontline, Hall 
of Slrme, Playiny Tips, 
Signstumps, Morglv Mangram 
and previews ai games, It's in 
the posf, games AGAIN, ihe 
CRASH readers award gives 
resu J t a 1 1 ji vol i ng a uou H he be St 
games, competitions la win 
games, I could go on but I'll irv 
not to. AdrmtitHlly there is 
CRASH Course but I am not 
particularly interested in things 



anywhere, that's done by 
international distributors, Over 
whom this company h&s very 
fittie control. The best thihg I can 
suggest is for you to subscribe 
directly. The sub does cost & 
fittie bit more than in Britain 
(because of the exchange ratel 
but f think you 11 find it Stiff works 
out much cheaper than you are 
currently paying by getting 
CRA SH through the shops in , 
Eire, 
LM 

FUDGING THE 
ISSUE , 

Dear Lloyd, 

As president of the We've had rt 
up to here with LM ami If he 
doesn't acquiesce to our 
extremely reasonable demands 
we're go ing to show Mary 
Whitehouse your December 
issue and let nature take its ^ 
murse society, I have a few 
questions thai I would like to put 

to you, if I may — visa 1 1 the 

beans sucker or you're dead 
meat: >J*I^ 

1 Why do you always either a)1 
fudge the issue, or 2b) 1 use 
smart alec comments when 
answering complaints, but 
accept praise with a "credit 
where credit is due, ie to me' 
smarm ine$s? W . 

2 Is your pathetic 'me vs Candy' 
fixation due to the fact that 
Candy is a good looking, 
capable, intelligent, worthwhile 
computer literate and you ' re 
not? 

3 What do you have against 



like Evaders, ki fact, I am sure 
Thar very few ot your readers 
even read this section, J el alone 
buy the software. 
DG Old b furry London NWll 



CRASH was always about 
games, not necessarily just 
revtews. and not necessarily 
arcade, games, but games 
definitely White the mag r S 
scope has expanded tn recent 
months to cover some more 
senous aspects of using the 
Spectrum, g^mes are Sttfi the 
pnmary reasort tor existence, f 
thtnk thai answers your fetter 
pretty simply 
LM 



gir ls, and did you know that if 
you lot refer to us as 
lellowesses' or H chapesses J 
again you are going to end your 
days as ornamental heads 
decomposing on the spikes of 
London bridge. 

4 When are yon going to do the 
decent thing and hand Forum 
over to the competition minion, 
hey? m 

5 And this ps the trig one, kid — Is 

rkur face covered in warts, and 
nut prove it and end our nail- 
biting suspense— PUBLISH A 
PHOTO! 

Louise Bags ha we, Wsdhurst 
East Sussex 

Cm shattered, jhat's completely 
ruined my day, if not entire 
vseek* /Ve never knowinofy 
fudged an &$ue, in fact rm 
highly regarded as a 'straight 
from the shoo fder man T (it 
comes from atf those goff 
swings). There's never been any 
'Candy fixation', unless you 
regard just retnhutton for being 
bungen off your desk a fixation, t 
have nothino against good- 
fooking, capable, intelligent, 
worthwhile computer f iterates, 
but we're talking about Robin 
Candy here. Any linguistic 
chauvinism in CRASH is all due 
to Graeme Kidd ff never said 
thatf and the comps minion (to 
whom you went me to hand _ 
over the Forum) f And as for a I 
photograph, now everyone . 
knows f'm a drunken 83 year-ofd I 
ex-famous golfer, you kno w . 
\&hy there's no picture, Now I 
none o f that was smarm y was it? ■ 
LM 



B That's it then (or June I must away up the hi lb to my cottage to 
I — 1 sensibly employ the lengthening day in planting nut the runner 
_ beans, practising my 250 yard drives and brushing up Hat green 
Q] putting techniques In the meantime 1 may find some lime to 

look ft! some of the forthcoming i pleases Inr Mm+ly Milligram 
l~l <tnd get a go on the arcade machines which rveri now are 

pouring into Ludlow town centre Tut ttm<inruuil May F<iir [see 
LJ last year's issues lor further details)! 

j— , If you have any comments torn nk eon CRASH. th«&pOCtfUftt 
1 J universe, books on origami, games software, other readers, 
m the liner points ol Lithuanian judicial procedure or simply feel 

like making tin existentialist statement on Cartesian 
■ mathematics, write to LLOYD MANGRAM THE CRASH 

FORUM, PO BOX 10, LUDLOW, SHROPSHIRE SVB 1DB Who 
M knows. I m»y even re nil them 
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We've teemed up with Domark, 
the software publishers and 

Kame marketers supreme and 
esign Design, the program- 
ming teem behind a good 
number of very respectable 
games, and can now bring you 
the chance to win fame and 
fortune) 

By combining the program- 
ming and marketing talents of 
these two companies, a power- 
ful force indeed is created which 
ought to take the games world 
by storm. All that s missing is 
the concept, and once that little 
problem has been sorted out 
there's no reason why a real 
MegeGame shouldn't be on the 
shelves in time for Christmas. 
Which te where you, dear 
CRASH Header, come into the 
pfetain. 

This Is a competition. The 
prize is at bast £1.000 in cash as 
well as e number of very inter- 
esting days out with members 
of the CRASH Team, Domark 
and Design Design. You see, we 
want you to supply the idea for a 
game sci that Design Design can 
write it and Domark can publish 
it. Your reward, apart from the 
feme of appearing in CRASH 
and on the Inlay of the game 
(which will be produced by our 
very own Oliver Frey by the 
way J, comes in the form of loot, 
you win the competition to 

RULES 



design the game of a lifetime, 
you are going to receive around 
10% [pending final contractual 
negotiations) of the royalty 
Design Design collects from the 
publishers of the game, 
Domark. This could amount to 
rather a lot of money if lots of 
copies of the game are sold, but 
there's a guaranteed minimum 
£1.000 pledged for the person 
(or team — involve your friends 
if you like) who comes up with 
the concept that gets turned 
into a game. 

CRASH readers know what's 
what in the world of Spectrum 
games, and it's about time they 
were given a real chance to have 
their say. Over the page, there 
are a few words from GRAHAM 
STAFFORD of Design Design 
which should prove helpful 
when it comes to putting your 
ideas into order before entering 
this competition. He's given a 
thumbnail sketch of the kind of 
things that Design Design need 
to have in order to art down and 
write a game, as well as some 
pointers to the kind of things 
you have to bear in mind when 
dreaming up a Spectrum game. 
Study his words carefully. 

Take a read of the Competit- 
ion Rules presented here, and 
send you entry to GENESIS, PO 
BOX 10 LUDLOW, SHROP- 
SHIRE, SYS 1DB, making sure it 



arrives before the 31st July this 
year, 

WE'VE GOT PLANS 
FOR YOU... 

Over the coming months we'll 
be following the creation of The 
Christmas Game (working title, 
working title}. Next issue, with a 
bit of luck, we should have a 
progress report. Then full cover- 
age of the Day of Judgement 
will follow and once a winner 
has been sorted out serious 
work can begin on actually 
making the game. 

The winner(s) will obviously 
have to spend a bit of time with 
Design Design, discussing the 

Sme idea further and refining 
5 possibilities, and CRASH 
will sit in on the meetings, 
reporting back to everyone else 
As soon as the game is in a 

E. viewable state, a copy will 
sent to Lu dlow, Cameron will 
give it the full photographic 
treatment and a Lloyd is booked 
to write a preview. Meanwhile 
The Designer will be let into 
some of the secrets of getting a 
game into the shops, and 
Domark will explain how a 
game has to be advertised, 
promoted and sold to distribu- 
tors and retailers. A day in 
London at Domark Towers is to 



be set aside to reveal some of 
the mysteries of the rnattet- 
plflo© to The Designer, and once 
again, CRASH is going to be 
Invited along too, 

CRASH will follow Design 
Design, Domark and The Des- 
igner up to the tape duplicating 
factory where thousands of 
copies of the finished game are 
to oe produced, reporting on the 
way and means of making lots 
of copies of a single Master. 
Oliver Frey is servicing his air- 
brush specially so that it 11 he in 
tip top condition for producing 
the inlay artwork to go in the 
cassette, and there's no reason 
why The Designer shouldn't 
spend a day in CRASH Towers 
meeting Oil end the rest of the 
Team, 

Then the review of the com- 
pleted version of The Game is 
booked for the November issue 
of the magazine will it be a 
Smash? vVe don't know, but you 
can he sure the game is going to 
receive the usual CRASH treat- 
ment. 

Play your pert in the creation of 
The Game of 1986. Get your 
thinking caps on. read the rules 
and study Graham Stafford's 
words of advice. Then get 
designing. This could be the 
start of something big, That's 
BIG, BEE EYE GEE 



1) This competition is open to anyone in the 
world, providing they are reading this copy 
of CRASH! 

2) All entries for the GENESIS, BIRTH OF A 
GAME competition must be received by 
CRASH by 31st July 1986 to qualify for con- 
sideration by the judges of th is com petition . 
Newsfield Publications regrets that no 
responsibility can be taken for late or miss- 
ing entries through the Post Office service. 

3) All entries will become the physical 
property of Newsfield Publications and we 
regret that material cannot be returned 
unless accompanied by stamps of sufficient 
value to cover the return postage charges, 

4) Newsfield Publications pledges that all 
material r ideas and concepts shall be 
treated in full confidence and shall not be 
passed on or used for any purpose other 
than the competition, The overall winner is 



GENESIS: BIRTH OF A GAME 
COMPETITION 



deemed to retain copyright at all times, but ^™ ^ m ^ m ^™ ^™ ^ m ^ m ^ m 

entry to the competition is subject to I cmtdv ehrm 

complying with the terms end conditions , cl * inT run ™ 

laid out under these rules. | Please fix firmly, securely and permanently 

to your entry! 

5) The winner's name and photograph will f 
be publ bhed i n CRASH, ■ 

6) The winner will be entitled to a percent- | 
age (10%ish) of the royalties received by 
Design Design, such royalties being guar- I pq B0X 10 LUDLOW, SHROPSHIRE, SYB 
anteed to be at least £ 1 ,000 o wef a 1 2 month I 1 D0 

period from launch of the game. ^ 

7} Employees and Agents of Domark Ltd, NAME 

Design Design, Newsfield Publications and I 

their relatives are excluded from entering ■ ADDRESS , , . . 

the competition. The decision of the panel - 

of fudges, which will contain a wholly |j 
independent judge, will be final and no 

correspondence will be entered into. J POST CODE 

8) Entrants under the age of 18 years should - telephone NUMBER (if you're on the 

have the consent of a pa rent o r g ua rd tan to | pj-| 0ne j j 

enterthis competition. 
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The DESIGN DESIGN craw i n jovial h u mou r th reaten to damage 
our photographer with s hail of elastic bands . . . 

See/rrg as the chaps at DESIGN DESIGN are the people who are actually 
gomff to ha va to writ© ffra game designed by the winner of the GENESIS: 
f^Y^ G4MCcompafifion, itsaamod only fair and sensible to ask a 
Design Design teamster to com & up with some guidelines- Graham 
Stafford drew the short straw . , « 

DESIGN DESIGN 
GAME DESIGN 



Designing a game can be a vary com 
ptex task, and this piece can only give a 
rough outline of the fas* involved* 
Don't lake what i say as gospel, I'm last 
Showing you on* war of approaching 
the task. There are a number of things 
to bear in mind when tackling the 
problem. Don't be narrow minded in 
your thoughts — just because It hain't 
been dona doesn't mean it can't he 
done. Itamamhar, across the whole 
spectrum of decision* you must make: 
a good original idea is usually much 
barter than an old one. 

Sorry, but there are two major restri- 
ctions to game design that apply when 
dealing with any computer: available 
memory si« and speed for, to pot it in 
Das Des lingo. Space and Wafth Be real- 
istic In your estimations of the memory 
required by your game. A brief ferret 
around the games currently available 
should give you some notion of the 
amount of memory you can allow your- 
self for sprite storage and map layouts. 
As for waft sorry St*£ED, the speed of 
a game is largely dependant on the 
amount of memory you have to wang 
about the place (oops! WANG: Des 
Desontan for 'move'/, as detection of 
collisions and such stuff doesn't take 
up that much time. When I say moving 
memory this includes drawing sprites 
and /or fines f scrolling and all such 
activities. 

Bear in mind that masking sprites 
uses up at least twice as much time, 
usually far more in the case of 3D 
games, and also the technique uses 
twice as much memory to store the pic- 
tures. Again, have a quick look at the 
games around at the moment to get 
some idea. Remember, try not to limit 
your horizons too much, but don't go 
silly. There is no way on Earth you can 
move a pink banana half the slxe of the 




screen about without flicker* nor could 
it be done at any great speed on the 
likes of the Spectrum. The problem is 
not pink bananas, it's BIG pink bananas 
that cause trouble. 

Okay, now mm know the restrictions 
within which we are working, I shall 
pontificate about the main decisions 
you will have to make. 



GAME TYPE 

By this I mean Arcade or Adventure. 
These are not as black and white as 
they used to be r but you must decide 
whether the game relies mainly on 
reflexes {arcade), or the old grey ceils 
working overtime (adventure}. A care- 
ful mix of both seems to be the most 
popular, especially if the adventure 
side of things is very subtte f tactics 
beino the name of the game, not 
puzzles. 

Way of the Exploding Fist Is a good 
example of a game where tactics play 
an important part. At the other end of 
the grey scale, the Gargoyim (Hallo Tad, 
Hi Greg 1/ Tir Na Nog type games are 
good examples of arcadish (very Ish'} 
games wot require much thinking 
about. 

The game type is probably the first 
decision you will make, and wilt greatiy 
influence the other decisions you have 
to get involved in during the design 
process. 



GRAPHIC REPRESENTATION 

Big bit of jargon meaning 'Wots if going 
to took tike?' r A very important pert of a 
game these days, some would say 
unfortunately big, so time spent here is 



KNIGHT LORE -lots of 
Masked Sprites here, folks ! 




H lam 

TAPPER — frantic action involving Planar Sprites 
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worthwhile. You must deckle whether 
to Sprite or not to Sprite, to Mask or not 
to Mask and finally to 3D or not to 3D. 
Of course there's more to h than that 
and things will be swayed be the rest of 
your game definition Quite often it is 
the graphic technique used which 
determines the rest of the game. I 
rnean^ can you imagine trying to play 
Knight Lore without the 'Fitmation' 
(really trendy name that!} 

GRAPHIC TECHNIQUE 

The graphic technique used can also 
vastly improve what would otherwisa 
be a dun game- For example, taka 
Highway Encounter, a favourite of mine 
for quite a white, and imagine it done 
without the 3D masking graphics. Seen 
from above the game would lose much 
of its appeal. To help you decide I shall 
outline the pros and eons of each 
system used so fart 

VECTOR GRAPHICS {lines} 

FOR: Done Brattetesque they 

are very fast indeed* 

AGAINST: Some say the representa- 
tion of the objects is a bft 
vague. (I can't because 
Simon would do some- 
thing violent to me J 

PLANAR (fiat) SPRITES 

FOR: Fast and can be reason- 

ably pretty. 

AGAINST: Difficult to gain perspec- 
tive (may not apply }, over- 
lapping obiects are 
usually messy, 

MASKED SPRITES 

TOW: fly Air the most realistic 

way of representing a 
solid object 

AGAINST: Usually slow compared to 
Other forms of graphics. 

Here are a tew examples of games that 
incorporate the above type of graphics 

Without 3D, Vector 

Can't think ofonefff 
PlanarSprtte 

Jetpac^ndmf/fioRs of others, 
MaskedSprite 
Herbert's Dummy Run 
With 3D, Vector 

Dark Star (GT£l Starstrike, Station, Eftte. 
Planar Sprite 
Tapper, Mztch Day 
MaskedSprite 

Kniqht Lore saries f Fairfight, Sweevo'e 
and Fatman (I'm sure Ocean think it's 
called Batman} 

The TirNa Nog merles is an interesting 
exampfe of combining a couple of 
graphic techniques* Remember, then 
are various ways to approach each of 
the above techniques end they are only 
given as guidelines I not rules. 




SCREEN LAYOUT 

Do you want teMt windows, possibly 
strolling, icons (good one that, ttfiH in 
whh reviewing types), pretty pictures 
and/ or backdrops? in this Category the 
memory, not the speed is the limiting 
factor, A decent sketch of the screen 
leyoiitfa} At almost essential for the 
pumoses of judging the competition 
arm should form the Easts of four entry* 

PLOT 

The reel killer! The plot can really make 
or break a game f as it is the hit that ties 
ell the other things your game does 
together. Included in the plot I* the 
overall aim of the game, and ell those 
strange and intricate puzzles fit you 
went them). For the purposes of this 
competition, only a brief outline of the 
plot wilt be necessary. Don't send us 
any maps* stories or any such iike, but 
ff you have them, tell us in your entry as 
we may ask for them at a later date. 
What we really do need to know is the 
setting, the objective and the char- 
acterfs} involved. To sum up* whet we 
want from 

WAKE UP YOU LOT THIS IS THE 
IMPORTANT BfTI ill 

you is: 

11 A BRIEF description of the plot incl- 
uding the objective and any other 
essential bits 

2/ A screen layout, labelled if possible, 
with a brief description of what does 
what where* when, why, how often 
and in what colour, 

31 An idea of whet type of graphic 
representation of your 'world' you 
intend to use. You may like to add to 
the above description of the game, but 
wedon'twant it just yet as we'd like to 
be able to see over the top of the paper 
work when judging this competition. 

If you do create some extra humph, 
might I suggest such things as 
sketches of a few of the objects and 
characters in your game, devising a few 
puzzles or possibly do a map if you arm 
working on a mappable game* Things 
such M NOISES {never our strong point 
that, Simon doesn't tike them f end I 
object to spending more than an 
evening on themf t and the front-end 
am best left till last as they Are time 
consuming and far less important than 
semen layouts and mo on. 

So there you have ft. Noddy's Guide 
to Game Design. All that remains now 
is to wish you luck and ask you to 
remember thet the 280 has only got AQ 
tegs. 

best wishes, Graham 

Hei/o ? Finished Graham? Yes? OX ail t 
want to say is good luck end ask why I 
drWays eno up typing Graham's fetters to 
CRASH into my WonJ-prof 
Best wishes y&u tot Psi 




Them's a lot involved in getting people to take notice of your latest 
compu tor game. It takes mom than a few advertisements in the com- 
puter magazine* backed up by the odd poster for shopkeepers to put off 
display* as DOM ARK have proved - - . 

DOMARKETTING 

A GAME 

When ft came to launching EUREKA, an 
adventure game, DOM ARK dippe d Into 
their corporate pocket and dame up 
with £25, 000- fltot £25,000 to mend on 
adverts, hedge*, stickers end the like, 
but £25,000 to pirf In e softeese end 

give away to the first parson to com- 
plate the game / 

As you might imagine, twenty five 
thousand smackaroonias in a suitcase, 
just waiting to ha pick ad up, caught tha 
attention of the national press as well 
as the aye of computer magazine 
editors* On telly, News at Ten and Blue 
Peter, amongst other programmes, 
covered EUREKA endDOMARK act- 
ually took the loot — with a suitably 
burly security guard — along to the 
1984 Personal Computer World Show 
to r a ll to see . 

In the end, a lad by the name of 
MatthewWoodley won the race to 
complete EUREKA* and warn duty 
rewarded with a giant cheque, 

ago on the FRIDAY 13th front. 

Each cassette box of the game con- 
tainada couple of blood capsule* In 
best joke shop tradition, and an audio 
quiz an the taps featured sound effects 

mm the BBC archives end offered the 

chance to win a prize. The game was 
launched in the cellar of one of the 
oldest restaurants io London — The 
Okie Cheshire Cheese in Fleet Street 
The atmosphere was distinctly eono* as 
the cellar was decked out with 
cobwebs, bats and spiders for the 
occasion when suddenly. . - 
CRASH/ 

Dominic Wh&atley, Bomark's joint 
Managing Director bwst through a 
solid doorway wearing a blue boiler 
suit and holding a meat cleaver. Eeekl 
went the assembled journalists* An 
occasion they remembered! 

When they launched GLADIATOR, a 
combat game with a difference, the 
Domark team were scratching their 
heads a little for a suitable promotional 
idee. The game was set in rtoman 
Times, back in the days when they 
chucked the odd Christian to the lions 
on a Saturday a fternoon and Legion- 
aries stumped around the place invad- 
ing Europe and the tike. 

Mat wishing to go over the top, and 
hire the entire cast from Ren Hur r 
Domark settled for some very tasteful 
presentation swords made by Wilkin- 
son Sword which they had specially 
engraved and gave away as competit- 
ion prizes. Anyone who complete die 
game, end wins freedom for the slave 
who stem In the program, is entitled to 
a Certificate of freedom, available by 
post* 1 1 

Naturally, The Designer of the win- 
ning game will he invited along to all 
the launch events — quite what form 
they wilt take depends very much on 
the nature, scenario and tide o f the 
finished game. The Designer is also 
going to be asked to help come up with 
some fun ideas to promote the game— 
remember, the more copies it sells, the 
bigger the prizipoas to the winner! 




With Bond, James Bond, as the star of a 
computer game, Domark had a real hot 
property with A VIEW TO A KILL Using 
their power and influence with the 
makers of the film, Domark arranged 
for tha game to be launched at Pine- 
wood Studios and they showed the film 
to the assembled mass of Press People 
two weeks before the Royal Premiere. 

Part oftha evening's entertainment 
was going to be the arrival of a heli- 
copter, which was scheduled to land in 
pure Bond Style to deliver copies oftha 
game. Sadly* the heavens opened and 
the whole studio complex disappeared 
under a deluge. The helicopter pilot 
decided that he was sta ying firmly on 
the ground! 

One or two people got a little weeny bit 
cross about some of the publicity that 
surrounded the launch of FRIDAY f3th 
— as Lloyd will testify, the Forum pages 
t Quite a bit of action a few months 
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i SO YOU THINK YOU'RE A ' 
BIT OF A RAT, EH? 



50 Copies 

of CCS's 

DESERT RATS 
to be won! 




head, an f!j«s 
the quessies 




It's never much fun fighting a 
war — far better to enter into 
combat on the screen of your 
Spectrum, That way, no-one 
need get hurt 

The Desert Rats had a bit of a 
hard time of it one way and 
another during the Second 
World War, but they came out if 
it all quite well in the end. Which 
is more than can be sard of your 
humble Competition Minion as 
he wages (wages! wot dey?l 
daHy campaign inside CRASH 
Towers, fighting off all the 
divisions of people who think he 
should be doing even MORE 
work. 

One day I N get an Assistant 
Minion for ever and ever, and 
then HI become a real Broom- 
cupboard General; planning 
competition writing campaigns 
and bombarding my personal 
minion with competition entries 
that need to be judged while I 
nestte safe and sound in my 
cleaning equipment bunker. But 
enough of this idJe fantasising, 
on with the competition. 



RA7S? 



. ^ ^ere/aft"* 

3*2888 



i 



telomere' 




■ and g«* » 
_ pressie- 




Mr Masterson, Mancunian Stra- 
tegy Reviewer Extraordinaire 
has awarded the 128K version of 
CCS's game DESERT RATS a 
CRASH SMASH this issue. So if 
you read his review carefully a 
few tips and hints should be 
found which will be helpful 
when it comes to answering the 
questions set out here. 

If you're still stuck for the odd 
answer, then it's time to nip 
down to the library and get a bit 
of an education about a corner 
of World War II! Never let it be 
said that CRASH doesn't help 
improve the minds of its readers 
- . ■ First fifty entries pulled out of 
the DESERT RATS COMPETI- 
TION Helmet in PO BOX 10, 
Ludlow, Shropshire, SY8 1DB 
on 26th June this year win their 
senders a copy of DESERT 
RATS. Mark your entries neatly 
on the back of a postcard or 
envelope not forgetting to add 
your name and address and 
whether you'd like the 48K or 
128K version of the game if you 
win. 
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Shout "KWAH" and become REOHAWK, superhero extraordinaire in this 
original graphic comic strip. 

Use all your superhuman skills to battle against the arch-villains Keep a 
careful check on your popularity rating, your energy level and your wallet. 
Remember - je ne say KWAH! 
Available for C64, Spectrum and Amstrad at £8.95. 
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Melbourne House [Publisher!} Ltd.. Melbourne House, 60 High Street, Hampton Wick, Kingston Upon Thames, Surrey KTt 4DS. Telephone: (HI) 943 3911 Telex; 93S42S MELASO 



HANNAH SMITH treks off to 

Leeds in search of the Masters of 3D . . 

THE THREE 

DIMENSIONAL 

TRIO 




32 

Prospect 

Hou; 




Our visit to REALTIME GAMES SOFTWARE coincided nicety with their second 
anniversary. Real lime as bom cm May 8th 1984 in the middle of the founding members' 
Final Examinations at Leeds Universifv. From (fiat slightly unlikely beginning, the 
company formed by Ian Oliver, Andrew Onions and Graeme Baird has gone on to 
become the market leader in the field of 3D games on the Spectrum, 

Working from an office a few minutes walk from Leeds City Centre, the triumvirate 
were taking a breather when we arrived, having jusl launched their third Spectrum 
game, STARSTRIKE II. Not that the central heating boiler nestling in an anteroom to the 
programming chamber exactly encourages breathers — the temperature in the 
Realtime room usually approaches that of a Turkish Bath, and it wasn't long before I 
began to regret putting on my Ludlow Vest before selling out that morning, 
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The trio formed at Leeds University — 
probably at the college bar, rather in a 
lecture room on the Computer Science 
course they were following. They soon came 
to the decision that they didn't want to work 
for anyone else after gradual ing, but had a 
fairfy strong idea that wherever their future 
lay it was together, and roughly rn the 
direction of computer games. 

Tank Duel was their first release and Real- 
time burst into existence, earning their first 
CRASH review in the August 1964 issue. 
Well, they weren't called Realtime at the time 
of the launch — in fact they weren't called 
anything in particular so vague were their 
plans. In true student style, Tank Duel was 
actually compSeted while Ian, Andrew, and 
Graeme were sitting their Finals at university. 
It was written because ft was a project that 
they were interested in, and was sparked off 
by their healthy interest in the development 
or three dimensional games. 

HIGH SPEED 3D 

3D Tank Due/ was previewed at the ZX 
Microfair in April 1984 and was soon pro- 
nounced by those in the know as a superior 
version of the Battle Zone clones which 
started with Artie's 3D Combat Zone and 
continued with Crystal s Rommel's Revenge. 
If was certainly the fastest and most colourful 
3D game on the Spectrum, at a time when 3D 
games in general were fairly thin on the 
ground. 

Realtime's studenty approach to work is 
still very evident in their company philos- 
ophy. Driven by enthusiasm rather than 
accountanfs margins, it is almost as if the 

K femes they write are ultimately produced for 
eir own entertainment, although Starstrike 
and the sequel, Siarstr/ke 2 were more of a 
commercial venture than Tank Due/ ever 
was. 

Eight months after Tank Duel, Realtime's 
Starstiike heralded a new generation of wire- 
frame 3D games for the Spectrum. With its 
fast-moving action and colourful graphics 
the game was state of the art and, predict- 
ably, a success. The team won their first 
CRASH Smash in December 19&4. By then, 
Realtime?' future in the computer games 
market looked promising.. . 



LOW PROFILE 

It was low profile time on the Realtime front 
after the release of Starstrike, The trio were 
spotted from time to time, beer mugs in 
hand, at a variety of computer shows but 
little news about their next game was avai- 
lable. They were not basking in well-earned 
glory or lounging around their Leeds-based 
office. We] I, not all of the time anyway. Plans 
were already being made for Starsftihe 2. Not 
wishing to appear rude, J did hint that that 
their third Spectrum game was just a teeny 
bit late in coming onto the market: it was 
soon pointed out that very few people realise 
just how many hard sums and hours of work 
lie behind the routines that set such com- 
plicated 3D shapes spinning and whirling on 
the Spectrum screen. Each level of the game 



js so different to the proceeding one that 
every section was like a separate game to 
write, "People tend to look at games simply 
as pretty colours and clever graphics/' 
complained Graeme as we all stumbled out 
of an Italian restaurant, blinking like moles at 
the sudden change in light. Back at base, a 
flow chart on the office watl was called upon 
to support the argument. A quick glimpse of 
the convoluted inter-relationships between 
the sections of the game was enough to 
dispel any doubts about the complexity of 
the programming that lies behind it. ' We're 
also very lazy/' added Graeme, his tongue 
very firmly in his cheek. 

Realtime were one of the first software 
houses to emerge onto the market, yet they 
have decided to remain smaJI. To date they 
have only produced three games for the 
Spectrum. Had they not been tempted to 
become a facilities house atong the lines of 
Denton Designs who produce games to 
Contract, for others to publish? Definitely 
not, said Andrew Onions, Realtime are 
invoked in some conversion work at the 
moment — for themselves. 

Filed under E in their filing cabinet, lurks 
an Enterprise. A while ago, they agreed to 
convert games to run on this machine, 
quoting a price and a three week turn- 
around. After a slow start, they managed to 
crack the three week deadline, and are now 
capable of knocking the bulk of an Enterprise 
a conversion out in a few days, spending a 
week on the music to round the project off. 
Getting paid has proved a little problematic, 
and aJl three now adamantly Insist thai this 
line of work is not one they are keen to 
pursue. The Enterprise is about to be moved 
to the drawer headed T in the cabinet — 
they've found il makes an excellent tray, and 
it's more often seen in the corridor, key- 
board side down, supporting three cuppas 
on tfieirway to the programming zone. 

It's going to be in-house conversions from 
now on — work had just started on the 
Amstrad version of Stersirike 2, and we were 
treated to a demo screen or two. Amstrad 
owners should be in for a treat any day now. 

PITFALLS 

All their success with 3D games on the 
Spectrum has not been without its pitfalls, 
Being such a small company in the modern, 
commercialised computer games wo rid has 
its handicaps. Certain large chain stores are 
only ncjw accepting Sterstrike ft on their 
shelves, having refused to handle its pre- 
decessor. And a few hairy financial moments 
were experienced before its release, when 
farge sums of money had been committed to 
advertising, leaving very little cash to five on 
white the game was finished off. Student 
experience was undeniably an asset during 
confrontations with Mr. Bank Manage r at 
this stage. 

So far, all Realtime's Spectrum games have 
been in 3D. I tried to prise the conversation 
away from drunken student parties and 
general crazy, wacky student stums to find 
out why tins was, "It's mainly Graeme's 
idea/' said Andrew, carefully deflecting the 
question to another part of the room. It's 
clear that 3D games represent a challenge to 
the trio — they seek to improve their mastery 
of the techniques involved with each sub- 
sequent release. 

"when we start writing a game we tend to 
go out and buy copies of similar games that 
are available, so we can see what the com* 
petition is like. Then we try to think of ways 
we can improve on what's already on ihe 
market/' Andrew had totd me earlier over a 
seafood pancake. Certainly Storstrifce n i 5 
more adventurous than any other 3D game 
currently on release. But how much further 
forward can 3D games reatistkalFy go? The 
stage is fast being reached where to get just a 
tiny improvement on the 3D display, a vast 
amount of additional memory is required. 
U s become a straight play-off between 



speed and memory space. 

Has the point been reached where 3D 
games can go no further? Nobody knew, but 
it seemed likely, they agreed. I got the 
feeling, however, that if I'd have asked them 
the same question just after Tank Duel had 
been written I may have got a similar answer. 
When it comes lo reaching the limits on 3D 
Spectrum games, Realtime have stubbornly 
insisted on proving everybody wrong. So 
what plans are afoot for future Realtime 
games? All answers to this question were 
tactfully avoided so I bided my time and 
approached the subject two bottles of wine 
later, 

MAKING PLANS 

Realtime hasch, sorry, has, two games in the 
planning, One of these win be three 
dimensional and should develop gamepby 
more. Lots of hard thinking lies ahead; The 
scenario is fikely to involve a lead character 
marooned on a planet who has to colled 
various objects in order to find a way off. This 
will undoubtably all change in the fullness of 
time— maybe a CRASH preview will help the 
p rocess along ! we got thi ngs a little m ixed up 
in the piece previewing the first 5fa«fr rfce f but 
the team played along . . , 

The workload behind Realtime, like the 
equity, is split equally between Andrew, 
Graeme and Ian in true co-operative fashion 
although Graeme and Ian tend to stick to the 
programming side of things leaving Andrew 
Onions to handle the bus messy oHs + This 
invariably leads to mock arguments between 
the three. Tan and Graeme critirise Andrew's 
commercial exploits, while generally leaving 
him to get on with it. If hejgets things right, 
praise is not forthcoming. Theyafl have their 
personal specialities although none of these 
extend to screen and inlay artwork. Andrew 
Onions, for instan<e, specialises in what he 
describes as the twiddly bits': sprites and 
that sort of thing. 

One of the main reasons why the games 
take so long to produce is because a lot of 
time is spent hanging around waiting for 
each member of the team to finish his own 
individual section, so that the game can 
eventually be pufled together. The screen 

graphics side of things is being more strongty 
eveloped at the moment and there is the 
possibility that a fourth, artistically inclined 
person may be hired. 

So, whal of plans for a Siarstrike IH to 
complete a trilogy? (everyone else seems to 
be doing trilogies,) Reaction to this quest k>n 



was met with a variety of adamant denials 
and 'Veil . + . I don't know's'\ The general 
concensus of opinion was that a follow up to 
Sterttnke U was highly unlikely — although 
the Sterslrike games have been very succe- 
ssful, the 3D Masters are not overly keen to 
do a repeat performance and are generally 
sick of the sight of them. But then again , . . 
As usual nothing definite was divutged. 

KLUDGING AWAY 

Although Realtime is predominantly a 
software company they do dabble in the 
hardware side of things. While we were at 
their office we witnessed Ian O fiver doing 
barbaric thrngs with a soldering iron. He was 
trying to solve a problem, A while ago, he 
came up with a wizard programming whe- 
e2e, that allows programmers to take 
advantage of a quirk in the 48K Spectrum's 
make up to speed up certain bits of code. 
Being a generous feflow, he passed his tip 
around the computer industry, and lots of 
programmers used iL When Sinclair made 
the 128K Spectrum, they changed its inter- 
nals round a bit, and now 48K programs that 
exploit this little programming wrinkle won't 
run in 48K mode on the 126 if a Kempston 
iniertare \$ in aflron, (A full explanation of 
the problem appears in this month s TECH 
TIPS-) Jan's confident he can Kludge the I28K 
Spectrum with a handful of resistors sold- 
ered onto the edge connector, but he didn't 
have a lot of luck while we watching him. 

And so it was time to wend our merry way 
back to Ludlow through the spectacular 
scenery of West Vorkshire, Realtime are 
undoubtably the best when it comes to 
writing 3D Spectrum games and as we 
pottered back towards Shropshire I was left 
wondering what their next release would 
really be. Would there be a Stersirike M after 
alt or would the next game from Realtime 
incorporate the cunning vertical scrolling we 
had previewed on a beat -up black and white 
monitor that day? Perhaps there'll be a 12SK 
version of Storstrike H . . They could certainly 
make use of the extra memory, 

Andrew Onions, Ian Olrver and Graeme 
Baird are sensible fellows. They didn't want 
to bother themselves with answering boring 
questions about the Software Industry, They 
were far more enthusiastic to relate the rip- 
snorting stories of their student days, and 
tease Ian about losing an argument with a dry 
stone wall in the company car — he still had 
the black eyes to prove he lost. In their 
position, I think I would have been too. 



Ian Oliver wresttes with soldering iron and edg* connector, to rat a Kempston / 128 bug 
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JUST YOU AND A CAR NAMED 

"KITT." 




MPT 
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FIFTY COPIES OF OCEAN'S 
BA TMAN TO BE WON 




' r ">9them round and you could 



In OCEAN'S new game, BATMAN has to RESCUE 
ROBIN from the clutches of evil villains, JOKER and 
RIDDUER. Sliding down the Bat POLE into the bat 
CAVE, the CAPED SUPERHERO has to FIND the 

various BITS of Bat Equipment that he needs to 
succeed. 

There are one hundred and fifty ROOMS in the 
Batcave, and lots of them are full of NASTIES, contact 
with which sap our hero's strength. 

Last month, the game was awarded a CRASH 
SMASH and now here's your CHANCE to WIN your 
very own copy, courtesy of the nice people in Chateau 
Ocean. 

A Competition MINION s life is not an easy one, so 
please make sure you get your entries in to the Batman 
Competition as SOON as you can — or at the very 
latest by June 26th so I've got lots of TIME to work out 
who has won. FIFTY copies of the game are on offer, so 
get moving folks! 





Okay. Found all twenty two words in the word square 
now? Good. Stop looking then. Now pop your entry 
Into an envelope, making sure you've filled in your 
name and address and send it off to BATMAN 
COMPETITION, PO Box 10, Ludlow, Shropshire, SYS 
1DB to arrive by 26th June. Good luck! 



BATWORDSEARCH 
PUZZLE 




H 


C 


H 


A 


N 


C 


E 


T 


R 


E 


K 


0 


J 


B 


Y 


S 


U 


P 


E 


R 


H 


E 


R 


0 


0 


N 


L 


! 


Y 


T 


F 


1 


F 


A 


1 


E 


D 


z 


O 


R 


H 


5 


E 


1 


T 


S 


A 


N 


M 


N 


A 


0 


E 


L 


N 


P 


L 


R 


E 


L 


D 


D 


1 


R 


S 


S 


M 


A 


S 


H 


0 


W 


H 


L 


S 


F 


G 


0 


C 


A 


X 


K 


B 


B 


P 


A 


D 


E 


P 


A 


C 


U 


W 


N 


U 


T 




M 


E 


0 


A 


T 


V 


R 


E 


N 


R 


A 


F 


N 


C 


R 


0 


O 


M 


S 


A 


A 


H 


G 


D 


M 


O 


E 


V 


A 


C 


J 


F 


S 


Q 


D 


K 


K 


S 


T 


1 


B 


N 


M 


E 


N 


H 


N 


O 


1 


N 


1 


M 


A 


A 


U 


1 


F 


A 


C 


N 


M 


P 


E 


N 


Q 


J 


B 


Z 


0 


W 


i 


N 



NAME 



« I I ■ lit! 



POSTCODE 



CRASH June 1986 57 



by Rosetta McLeod 



EXAM FEVER! 



Revision software for examinations is being produced by an 
increasing number of publishers. Hill MacGibbon and Pan Books 
have now got together to issue a set of six Course Tutor packages 
covering Physics, Biology, Chemistry, Maths, French and Econo- 
mics at O Level Each attractively presented package contains a 
Pan Study Aid Book, a Student Guide and two cassettes — 
Dynastic Tests software and Learn trig Modules, 

A core syllabus is covered in each subject, selected from topics 
covered by the majority of examining boards This may cause 
students to become confused about which areas of the subject 
covered by the packages are relevant to their particular syllabus — 
but teachers should be able to clarify matters. 

The Student Guide gives some useful tips on how to get down to 
serious studying and contains instructions on how and when to 
administer the diagnostic tests, together with the test papers 
I themselves These tests are extremely well constructed with the 
computer monitoring the time taken by the candidate to answer 
each question By respecting, a question number, it is possible to 



change or revise an answer, and the next question 1 key can be 
selected to skip past a question if need foe Each test has a target 
lime, hut this is only for guidance, and the computer tells you at the 
end how well you would have done if you had stopped at the target 

time. 

At the end of the test 3 options appear for analysing the mark 
obtained The full analysis option gives the correct answer, together 
with the marks you were awarded and the total number of marks 
available The time analysis is shown by means of a bar graph of the 
time actually taken compared with the target time. Questions 
answered correctly have the time bar displayed in one col out, 
questions incorrectly answered in another The final option gives a 
full written report of perf ormance, including suggestions for further 
work. The overall percentage mark is shown at the top of the screen, 
together with the number of minutes taken. If the target time has 
been exceeded, the screen gives the percentage score that would 
have been attained if the test had been stopped at the target time. 

These packages are highly recommended as comprehensive and 
worthwhile study aids 



Cameron's not so bright when if conies fo parlaying 
Francais! He'z scored a measly 0% AND it took him two 
minutes . . .O LEVEL FRENCH COURSE TUTOR from Hilt 
MacGshtoon and Pan 




MATHS 



For the DtagnoslfC Tests, the 
core mathematics syllabus has 
been divided into six main topic 
areas: Arithmetic, Algebra, 
C3(Kjmetrv and Trigonometry. 
Graphs, Probability and Statist- 
ics and Matrices and Transform- 
ations. A calculator is allowed 
for ail the tests apart from 
arithmetic. 

The Leerntng Modulo pro- 
grams cover a variety of 30 
different topics ranging from 
multiplication and division of 
decimals to frequencies, 3-dim- 



ensional trigonometry, and de- 
terminant and inverse of matr- 
ices. Each section provides the 
student with the useful option of 
selecting Notes before attempt- 
ing to answer the questions, and 
the examples are then worked 
out step-by-step on the screen 
with comments to clarify the 
various stages, 

I haven't done any serious 
maths for many years but I 
found things coming back to me 
after workinq through the Notes. 
The Study Aids booklet too, is an 
excellent source of information 
and the package as a whole 
represents a powerful interact- 
ive revision aid. 



FRENCH 



The si* Dt&ynosttc Tests in the 
; French Course Tutor package 
cover Verbs and Tenses, Irregu- 
lar Verbs, The Perfect Tense, 
Making Things Agree, Vocabu- 
lary 1, and Vocabulary 2 /Com- 
prehension. While the chosen 
test is loading, the screen dis- 
play lists the lime it will take, and 
the equipment required — the 
test paper, writing paper for 
recording the answers, pencils 
and a watch or clock. Some of 
the questions in the papers 
require the full answers to be 
typed in, whereas others are 
multiple choice. 

The screen clearly informs the 
student which keys to press in 
order to type in the French 
accents , The Learning Modules 
program offers twelve topics, 
covering tenses, adjectives and 
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agreements, negatives and inte- 
rrogatives, prepositions, pro- 
nouns and possessives, houses 
and homes, time, shopping and 
food, and personal information, 
For all of the options, the screen 
is divided into three: the top half 
is used for pictures and for Eng- 
lish phrases, while the left hand 
side- ut the bottom half is the 
workspace where the French 
phrase has to be completed, and 
the right hand side is reserved 
for hints. 

I was extremely impressed 
with the amount covered in this 
package and with the way the 
material is presented. One un- 
fortunate bug r though, does 
occur in the adjective program 
— if the correct adjective 'cttefs' 
is inserted in the phrase r Les 
melons sont plus .... que les 
oranges' r the answer is rejected 
and the hints inform you that the 
correct answer is 'chers'l 




HarciUsh} sums in thv maths package on offur fat O Level 
students. Thxt'x MATHS COURSE TUTOR tor you. 





BIOLOGY 

A very nice touch in the Study 
Afd$ booklet for (his package is 
the inclusion of a short Glossary 
at the start of each chapter *nd ■* 
list of key words at tr\£ end. The 
chapter on Transport for exiim 
ple r begins by defining Trans- 
location and Transpiration, 
while blood, lymphocyte, fibrin 
and ions are some of the key 
words listed at the end. 

In this package, five main 
topic areas are tested: The Cell 
and Transport; Nutrition and 
Respiration; Genetics and Ecol- 
ogy; Movement and Co ordina 
tibn and Reproduction, Excre- 
tion and Temperature Regulat- 
ion This package fs possibly the 
best of them ail in the way it 



relates the information an the 
booklet to the questions which 
appear on the screen. In the first 
Learning Module for instance, 
the top part of the screen display 
is divided into two r with the left 
hand section giving the explana- 
tion and referring the student to 
the relevant pages in the book- 
let, while the right hand section 
displays a graph of the informa- 
tion on which the questions are 
based. 

Another particularly useful 
feature is the information con- 
tained in the package on the 
difle-rent types of exam ques 
tions the student may have to 
answer — objective, structured, 
essay and practical questions, 
and a helpful explanatory list of 
the terms commonly used in the 
questions is also given. Overall, 
this is an excellent revision aid, 





uvk at Chemical formulae in the CHEMISTRY 
UTOR. Cameron's going to got an education at 




fiV»u<.ae of f«TOt*5*f no 1 
SODIUM* Hoe c, r,s>t *X4*^.r> 11 
compound d o€ sr. ^ a 0 , 





ry. fuels and energy. 
tody Aid book goes over 
s topics in detail while 
actions in the Learning 
s programs break the 
lion into manageable 
he Hints are particularly 
this package, and if the 
answer is typed in, a 
comment appears and 
j also directed towards 
vant pages in the Study 
ik. 



WYSICS 
agnet'sm isn 't 



CHEMISTRY 





PHYSICS 



Mechanics, Heat, Optics, Waves 
and Sound, Electricity, and 
Atomic Physics are the topic 
areas covered in the Df agnostic 
Tests. The Learning Module 
programs are subdivided into 23 
sections beginning with Equat- 
ions of Motion and ending with 
Radioactivity. The depth of kno- 
wledge covered in this package 
is quite impressive, with the 
questions being particularly 
weil-constructeriT The Study 
Aids booklet is well-written, with 



the information presented in a 
Clear and concise manner, 
Atjairi, the Hints section of the 
screen display refers the user to 
the appropriate page in the 
booklet for help. Physics is now 
such a vast subject thai no exam 
syllabus covers more than a 
small part of it. A student using 
this package would certainly 
need the advice of a teacher as 
to the sections which are relev- 
ant for the particular course 
being fo Mowed. The section Pre- 
paring for the Examination in 
the booklet, which gives helpful 
tips on tackling a Physics exam, 
should be essential reading. 



For the serious student these packages represent superb 
value for money. What they are most definitely not is a 
short-cut for the less able. The fact that each Course Tutor 
covers such a wealth of information may cause problems to 
the student who is unsure about the precise requirements of 
the exam syllabus being followed, but an approach to the 
teacher would resolve this problem. The producers of these 
programs have avoided any temptation to include gimmicks ; 
or unnecessary graphics to give them more mass appeal, 
and a great deal of thought has gone into their preparation. 
Their main advantage ties in the way the computer is used to 
test understanding and pinpoint areas of weakness, to 
provide personal tuition based on the Diagnostic Test 
results, and to give practice in answering examination 
questions. 

As examples of truly interactive learning they are impressive 
indeed. 
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to wove 



5 IN A ROW 



Producer: NHL MacGibbon 

Retail price: £6,95 

Age range: 4 to 104 years 

(well, that's what it says ! ) 



Ftve in a Row is played on a 
board with 196 positions set out 
on a 14x14 square, and csn be 
played by up to three players, 
Each player, in turn, places a 
counter on the board and ihe 
first to achieve 5 in a row {hor- 
izontally, vertically of diagon- 
ally) is the winner. It sounds 
easy, but the game represents 
quite a challenge, and ptayers 
can also select a 4-in-a-row or a 
6-in-a-row option. 

There are several ways of 
placing the counters on the 
board: the arrow keys can be 
used to control the cursor or a 
pair of cursors can be moved 
along vertical and horizontal 
axes with the arrow keys; if 
that's too easy, coordinates may 
hi* nnrered using the arrow keys 
to increase or decrease the value 
of the coordinates displayed on 
the screen* The program on Side 
A of the cassette is a version in 

...L^k -tM untimita^ niiftlhilf i"if 




tefly game, which has the flexi- 
bility to provide hours of fun, 

rrwwiwFAiTS 



5 SNA ROW from Hr/I JHacG ibhon. Will Cam win? 



WM5t- I I AM Ul I Ml I i J I I 1-1 I I l '-■ 1 

counters are available in the 
game, while Che game on Side B 
imposes a handicap — the num- 
ber of counters available is 
limited. 

This is a very enjoyable stra- 



Control keys: arrow keys used 
for all the options of placing the 
counters on the board, 
Keyboard play : vefy responsive- 
Use of colour: bright and clear. 



Graphics; simple, but well- 
organised display of the board. 
General rating: a deceptively 
simple game which is useful in 
encouraging skills of logical and 
predictive thinking. Excellent for 



getting young children to move 
from their seif -centred world 
towards thinking about whal 
others may do, or for helping 
older children master the skills 
o( coordinates. 



MASTER WORD 



Producer: Hill MacGibbon. 

Retail price: £6.95. 
Age range: any age, 

Thf-s Is quite a difficult game for 
quessing hidden words correct- 
fy Master Ward can be played 
against the computer or against 
another player, and the number 
of tetters (up to 61 in the mystery 
word can be selected. You can 
also choose whether or not to 
play against the clock, or to have 
sound. If the game is played 
against the computer, it enters a 
mystery word with the number 
of letters you have selected — 
human players can take it in 
turns to enter the hidden word. 

In the game itself, a row of 
dots is displayed on the screen, 
one for each letter in the hidden 
word, and the first player simply 
has to type in any ward of the 
required length. The computer 
then tells you the number of 
correct letters in the right 
position. Ten guesses are 
allowed, but it is possible to give 
up by pressing 1 , The computer 
keeps the score, showing the 
players' names, the mystery 
words, Che number of guesses 
taken, and 1 he time taken, 

My only criticism is chat 
SPACE is used instead of ENTER 
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□ Li 

,UENT 
a.UENT 
3.BENT 



CAMERON 




to confirm the command lyped 
in, which I found rather 
irritating. 

COMMENTS 

Control keys; wprds typed in Ihe 
normal way, with SPACE to 
confirm. 



Hmm. Cameron's war king on some strange MASTER WOHDs 
in this wand game , , - 



Keyboard play: slightly slow. 
Use of colour: clear and bright, 
Graphics: limited 



General rating: an enjoyable 
game for encouraging Ehinking 
about letters and words. 



ONLY THE BRAVEST FLY.... 




New. from the author of Fighter Pilot... a stunningly realistic helicopter 
simulation that puts you in command of an Apache Advanced Attack 
helicopter. You will learn to take off. to land, to manoeuvre and 
locate and destroy enemy tanks using Helifire anti-tank missiles. 
You will experience authentic battlefield conditions as you en- 
deavour to carry out your mission and return safely to base. 



BY D.K.MARSHALL 

48K SPECTRUM 






iround features. f| 




tdCk and aj^tj^air intercept I on. wUh laser 
uilHp rockeli and 30 mm. gun. 
Dopptat rtavigelKHi md target tracking. 
Day. Night vl«ion lyvttmB, 




C lou d y k pfonwrndii Tu rbu I 
Pilrjl rating* — Trainee to Ac 
Imprest Fv* aowtd eflfrcl*. 



SPECTRUM 

fomahawk 

Night Gunner 4flK 

Fighter Pilot 48K 

COMMODORE U 

Speed King Dir-ik 
Spwd King Cassette 
Fight&r Pilol Disk 
Rghlor Pilol Cassette 
AMSTRAD CPC 464 
Rghtaf FMol 
Fishier Pilot Disk 



□ €9.95 

□ E6.95 

□ £7.95 

□ C12.95 

□ E9.95 

□ E1 4,95 

□ E9.95 

□ EE .95 

□ El 3,95 



Cheques payable to Digilal Integration Ltd 

I enctoe a chequed 3 .0. tor 

Name . 

Ajddress 



. Total 



Please debil my Access/Visa card no. 





Tele Sales 



Expiry date. 



Trade and Export 
enquiries welcome 
Lifetime Guarantee 



VAT and p £ p, inclusive wiihm UK (Overseas mc 55p per cassette) 



Please send lo DIGITAL 

INTEGFWION 

Watchmoor Tracte Centre, 
Watchmoor Road, 
Camber ley, Surrey 
GU15 3AJ 




Clocks, T Shirts 
and Copies of the 
game to be won 



Design a recipe for POPEYE 
and win! win! win! 



Pnnnufl'ft A uftrv differ An I kinrla Tn mart thp 



'±Vzlm\ Mml I ITT 



*2 




hero. None of this "wearing 
your underpants on the outside 
of your trousers" stuff for HIM, 
oh dearie, me no. All he's inter- 
ested in is protects n* Olive Oyl 
and Biffing Bluto the hairy bad 

guy- 

It's not too surprising that the 
heroic sailorman quam spinach 
every time he needs a bit of 
boosted muscle power — ffs 
definitely very good for you. 
That's why your Mum keeps 



going on at you to eat up your 
green a, you see, 

But over the years, just ripping 
the top off can after can of spi- 
nach and gulping it down must 
get a hit boring — let's face it, 
mouthful after mouthful of una- 
dulterated Greenchornp makes 
a monotonous diet really — just 
like an endless diet of fizzy pop. 
crisps and sweeties gets boring 
after a whi le (unless you 're Ga ry 
Liddon p Food ah otic of this Par- 
ish who eats anything that 
comes within grabbing range, 
no matter what f b 

flppeye. the game, first came 
to light last year; published by 
DkTronics, it was awarded a 
CRASH Smash in the September 
issue. New Macmillan have 
acquired the rights to the game, 
and are re-releasing ft — on the 
Commodore 64 as well 3$ on the 
Spectrum. And a very jolly game 
it is too! 
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bunch, the nice Mr Neitd (Mar- 
keting Big Cheese at MacM's) is 
offering some very tasty prizes 
indeed to the winners of thrs 
competition. To enter, we'd like 
you to get into Chef Cefebre 
mode and dream up a delicious 
new dish featuring spinach — a 
little mbre imaginative than 
Spinach on Toast, or Spinach 
and Chips if you don't mind. 

Come up with a rea tly yummy 
recipe to take the tedium out of 




spinach straight from the can for 
old Popeyi ifie Sail or man. Send 
us you recipe, or a drawing or 
maybe even a photograph of 
your culinary creation (but 
please, NO SPINACH!) 

The two most scrumptious 
spinach recipes on the day of 
judging will win their creators a 
Popeye alarm clock, a T shirt and 
a copy of the game. The next five 
entries, in order of yumminess 
win a Popeye wall clock, T Shirt 
and copy of the game, three 
more runners up are set to have 
a T Shirt and copy of the game 
and then no less than 40 nunnere 
u p wi 1 1 have to make do with the 
game on its own. 

The day of judgement faJIs on 
26th June for this particular 
competition, so make sure your 
entries arrive before that date at 
POPEYE THE SAILORMAN 
COMP, PO Ben 10, Ludlow, 
Shropshire, SYS 1DB before that 




date. And if the winning entry 
looks like it d be a really good 
feast, we might just rustle it up 
and feed it to Mr Liddon to keep 
him quiet (and healthy ) for a 
whi lei 




After many months of sterling work as Chief Tip Merchant, 
Robin Candy has departed from CRASH Towers tor pastures 
new. Lloyd's feeling a bit glum at the moment — rather like a 
dog without fleas — as there's no-one to engage in running 
warfare with, over w ho gets the Biggest Desk and so on, 

Hannah Smith joined the CRASH team last month, and as 
she has done a wonderful job of covering Graeme Doc 
Marten Kidd's office floor with bits of paper, broken 
umbrellas and files, she's been volunteered to take over the 
PLAYING HPS. [And sit next to Lloyd, starting nert month! J 
So it's ovef the the computer world's first and only female 
tipster Take it away, Hannah ! {and that mess. Pretty please ] 



{here's the J TtheoTiginal map, maj* " in aboUt haW 



THE INCREDIBLE SHRINKING FIREMAN 



Well, we only reviewed Master 
tronic's incredible Shrinking 
Fireman last month and already 
someone has written in with a 
complete solution to the game- 
There wg all were, agonizing 
over whether Sid would ever be 
unshrunk and in write* Mftrit 
Desvaux from Fetcham in Sur- 
rey with a complete guide det- 
ailing which objects to collect 
and where to find them. As the 
game has only been out a short 
while, I'm not going to give all 
the secrete away : here's the first 
half to help yog on your way lest 
you loose sl«£p about how to 
un shrink poor, shuffling Sid. 



From the start of the game go: 
1 screen right, get l,D card 
9 screens right, get skeleton key 
7 screens right, 1 scraen up, 2 
screens left 1 screen up, get set 
of keys 

1 screen down, 2 screens down, 
drop skeleton keys 
1 screen down, 9 screens right, 
get blue key 

T screen up, get part two of rack 
1 screen down, 1 screen left f 
drop set of keys 

3 screens up, get pa rt five of rack 
3 screens down, 5 screens left, 
drop I D card 



nam 



WAY OF THE TIGER 
Unarmed Combat 



Thanks to everyone who res- 
ponded to the appeal for hints 
on Gremlin Graphics' Way of the 
Tiger — I've been battling hard 
with it! Here's the way Damiert 
Rice of County Tyrone, Northern 
Ireland gets through the Unarm- 
ed Combat section. Da mien also 
wants to register a claim for 
Lloyd's Hail of Slime, as he says 
he completed the game on 19th 
April.., 

First Ninja walk towards him 
and delrvera flying kick followed 
by a couple of low kicks and t hen 
finish him off with middle kicks 
Goblin a couple of middle kicks 
to begin with and finish him off 
with low kicks 

Spectre a precise flying kick 
changes the spectre into a gob- 
lin . Vou can then finish him off 
with the middle kick technique, 
Rhino-Man alternate betvveen 
mid kicks and low kicks. Don't 
bother attacking his head be- 
cause it's too well protected. 
Second Ninja you have to be 
quick with this one. Deliver a 
couple of fiying kicks, then 
middle kicks and finish him off 
with more flying kicks too 
Second Rhino man middle kicks 
1 again. 

Giant jump towards hirn and 
quickly switch to flying kicks. 
Keep bouncing back and kicking 
him. With these movements you 
should onry loose one or two 
Inner Force points, 




Quite a few people have written 
in saying how easy they found 
Max Headroom to complete, and 
in case you can't wait for the re- 
ward that comes on the other 
side of the tape, there's a POKE 
which allows you to access the 
Mrnmax bit without completing 
the game. If you're still having 
problems with retrieving Max in 
the main game, here are a few 
hints and tips sent in by Steve 
Tilbury from Leighton Buzzard 
in Bedfordshire: 



When first using the lift it's a 
good idea to start lighting up the 
circuit with the correct digit 
when the timer reaches 50 as by 
the time you get it lit up, the 
timer should reach zero making 
the lift move straight away, This 
approach stops you having to 
refresh the display every time 
the digit starts to fade away. 

When you reach floor 200„ 
Steve advises you to gain access 
to floors 200 through to 209 as 
this saves quite a bit of time. 
Each floor requires you to light 
up the LED with the last number 
of the floor to which you want to 
gain access. Below are the Moors 
with their respective codes: 



200- £11,2.3,4,8 

201 — 1 :5,7 

202 — 2:1 r 3 r 4, 6,7 

203— 3 : 1,4, 5 r 6,7 

204— 4 : 2 f 5 r 6,7 

205— 5:1,2,4, 5,6 

206— 6: 1,2,3, 4, 5,6 

207— 7:1,5,7 

208— 6: 1,2,3, 4, 5, 6,7 

209— 9: 1,2, 4, 5, 6,7 

210 - L : 2, 3, 4 (COMPUTER 
LAB) 

211 - P : 1, 2, 3, 6, 7 1PRESI 
DENTIAL CODE I 



Anyone who has successfully 
completed Max Headroom will 
know [hat the reward is access 
to side two of the cassette and a 
personal message from W mm- 
max himself, for those of you 
who have so far failed to com 
plete the game and are desper- 
ate for a few well-chosen words 
from Mr Headroom, here's a 
routine from Chris Jet man 
Turner of Derbyshire which 
enables you to break into aids 
two of the tape wilhout having 
to finish the game first. 



10 PAPER 0: INK 0: BORDER 

0:CLEAR 65457 

20 FOR g £55 19 TO 

G5535:READ a: POKE g<a; NEXT 

9 

30 RANDOMIZE USR 65519 
40 DATA 243, 55, 62, 255, 221, 
33, 0, 64, 17. 1 10, 190. 205, 2, B r 
195, 0, 128 
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M.O.V.I.E. 



Quite a few maps end tips have 
come in for Aft ft but Tc*by 
Doig's were about the most 
comprehensive, So here they 
are. Still one problem, though: 
does anyone know where the 
second door m If you do, then 
let me know. 

1 Hf you find Vanya, kill her. 
2\ If you find Tanya, do whatever 

she says. 

3} Neer the start of the game 
there is a mom with a parrot in ft 
and a knight guarding the door 
Get rid of the knight by saying 
"open". This makes the knfght 
move out of the way. 
4) In one of the alleys there is a 



past him, drop a bottfe between 
you and the knight and walk 
forwards pushing the bottle. 
When you are next to the door, 
grab the bottle and go through 
the door. 

51 You may have come across a 
password puzzle. This is used in 
one of the rooms which has a 
knight guarding a door and two 
rolling ba\ Is. Say 'puzzle" and 
the knight moves out of the way. 
6) When throwing a bomb, it is 
highly advisable to move Out of 
its path, or you II get blown lo 
smithereens with iL 
7] When you meet a goodie, 
keep saying "God bless you". 
This extracts information from 



SAI COMBAT 

; For everyone frustrated at being 
beaten in The Way of the Pointy 
Stick or . Sai Combat Brian 
Russell of Falkirk has sen* in 
POKEs that give 255 lives. If you 
can't beat those pointy-stick 

; wielding warriors now. then you 
never wifl. Unfortunately, this 
routine does make the screen a 
bit messy 




5 CLEAR 24610 

10 INPUT "number of lives (1 to 
255 > ; 1 : IF l< 1 OR l>29S THEN 
GOTO 10 

IS CLS: PRINT' PLAY SAI 
COMBAT TAPE FROM START" 
20 LOAD " rp CODE : POKE 65364. 
201 : RANDOMIZE USH 65340 
25 POKE 32421, 1: RANDOMIZE 
USR 23450 






SOUL OF A ROBOT 

Here's a poke for infinite lives for 
Soul of a Robot The number of 
lives you have — entered in line 
70 as the value for N — are 
actually registered on screen as 
H 0 J , but don t panic, you do get as 
many as you asked for. This 
routine appears anonymously, 
as the relevant details went 
missing. Thank you, whoever 
you are! 

10 REM Soul of a Robot pokes 
20 FOR p-23296 TO 23329 
30 READ a : POKE p, a : NE3CTp 
40 PRINT 'PLAY TAPE f 
BASIC" 
50 RANDOMIZE USR 23296 
60 DATA 17 f 0,27, 221, 33, 0 r 64, 
i,55,205,W,5, 17 r SB p 152, 
221 , 33 r 156, 99, 62 P 255, 55, 205, 
86 5 

70DATA 62, N, 50,212, 100, 195, 
156,99 



X OBJECT A RTWHt'? 
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CYBERUN 



Here are some tips to go with the 
POKE supplied by Mike Smith 
(good surname that! ) To use the 
plasma ray pick up the object 
shaped like two U's. To pick up 
the sail first get the radar dish 
shaped abject. The arms for 
grabbing and collating rocket 
pieces must be collected in 
order and dropped onto a plat- 
form located on the surface 35 
far away as possible from the 
start. A rake shaped bit is first 
followed by a chequered twin, 
then two pieces one with GYLO 
written on it and lastly with 
ULT1 . Now pick up the fins, one 
of which must be taken before 
the other and then followed with 
the net- 1 ike doobrie and topped 
off with the nose. Zapping the 
crystals with the plasma ray will 
now fill up the net and when you 
turn yellow you can fly into the 
rocket with the sail and lake off! 

Initially, all pieces remain in 
the seme pi ace r so now find the 
boosters and add rhern, pick up 
the photon gun from the cloud 
to [he right of start and get the 
two U r s found right of here. Take 
the arms from the mountain on 
the right of the third hole from 
the start. Fly down here and get 
the next fait. Return and drop this 
and go left to the cloud near the 
mountain and take the plasma 
ray. Fly back to the first hole 
from the left of start. At the 
bottom go right as far as poss- 
ible before going down further 
and following the floor_untH the 

■ ' i 



BombJack has been around 
long enough now for me to 
reveal these pokes from Jason 
Emeadesof North fleet in Kent. If 
you type in the fol towing routine 
then rt gives you infinite lives for 
both one ana two players. 

10 CLEAR 29877 
20 LOAD ""CODE 
30 POKE 65274,71 
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back to your booty pile and drop 
it. Next is the second hote to the 
right. Down and right, down and 
left and down and right again to 
find the CYLO piece. Return this 
as previously and than fly left to 
find the UTL1 piece on a plat- 
form near the first mountain to 
the left. Return this to the drop 
point then recover the fin from 
the first mountain to the right gf 
start along with the radar dish 
from the cloud just right from 
here. Drop these as belore and 
collect the other fin from whore 
the pfasma gun was. Now fly 
down the first hoJeto the right of 
start. Down and right win take 
you to the net in the SE corner. 
Bfast about ten cr/stals as bp- 
fore until you turn yellow. Drop 
it off as usual then return as the 
nose cone is down and ripht, 
down and left from here. Take 
that beck end collect the sail 
from a cloud to the right of the 
first big mountain to the left. 
Follow the same routine with the 
sail and presto— take off M 



if you've played Cyberun to lots 
of deaths, then here's a little 
from Michael Smith of 
trough that stops you 
dying. Handy, eh? 



proggy fr 
Loughbor 



10 LOAD CODE RANDOMIZE 
USB 24576: PAPER 0: PRINT AT 
19 r 0:LOAD"" CODE : POKE 
23446, 62 ; POK E 2344 7 r 1 75 : 
POKE 23448, SO : POKE 23441, 72 
POKE 23460, 141 : POKE 23451, 
195 : POKE 23452, 12f 1 POKE 
23453,32 :T 




40 POKE 65236,70 
SO POKE 65237,85 
60 FOR f =65517 TO 65S3S 
70 READ a: POKE f, a: NEXT! 
B0 DATA 062, 000, 050, 0B8, 19T, 
033, 008, 252, 017, 240, 255, 001, 
241, 140, 237, 184, 195, 075, 193 
90 RANDOMIZE USR 65465 



Quite a few of you seem to have 
been working herd on (D\ Nu 
Wave s first release. Here are the 
keywords for five of the moods 
in the game — if you still haven't 
sussed what makes tD tick by 
next month, I'll be printing the 
rest of the clues in the July issue. 
Thanks go to Roland Allen from 
Leamington Spa. Kevin Oevine 
from Scarborough and Matt 
hew Musgrove from Bracknell in 
Berkshire for kindly supplying 
me with these tips 

1) A drowning Austrian Mood: 
lunatic Keyword: Hitter 

2) / was snot once Mood: angry 
Keyword: bullet 

3) He was patted to me Mood: lost 
Keyword Jesus 

4) Ten Laws were on me Mood: 
scared Keyword: command- 
ments 

5) I drowned a civilization Mood: 
rotten Keyword: At rmtis 




SPELLBOUND 



Last month, part of the solution 
for Spellbound was published 
along wkh a plea for anyone 
who had completed the game to 
write in. Unfortunately, no-one 
seems to have got through the 
entire game, hut here are some 
tips to be poing on with from 
Rouven Priedon who lives in 
Ashford, Middlesex. These will 
enable you to get through 76% 
of the game. I ve been playing 
away, and should be able to 
come up with the last 24% in 
time for next month's column! 

CASTING SPELLS 

CHYSTAUJM SPECTEALIS 

Using the map printed on page 
66 of the May issue to get your 
bearings, first get the three 
Cry state — one is found in room 
B5, another in room A8 and the 
third in DEL Take them to room 
F9 r and get the Crystal Ball from 
the lift, then take the Elf Horn 
from Samson. Now lake the 
White Gold Ring from room D8, 
go back to room F9 and summon 
a character. When it appears, 
give it the Crystal Ball, pick up 
the Wh ite Gold R ing and cast the 
spell. You will also need the 
Wand of Command from room 
AS, Throw all three at Gimbal 
and he will be freed, 
CANDUUM ILLUMINATUS. 
Get the Candle from room C2, 
the Shield from room F2, the 
Four Leaf Clover from room A2 r 
and the Wand of Command 



from room A9, Go to Rosmar 
(Level A) r drop the Four Leaf 
Clover, go to room F3 and get 
the Pocket Laser. Go back to 
Rosmar and give her the Pocket 
Laser. Cast the spell. NB. The 
Clover must be on the floor 
ARMOURS PHOTONICUS 
This will enable you to go in 
rooms 88 and C3 without the 
Glowing Bottle, 
FUMAT1CUS PROTECT1UM 
Get the Power Pong Plant from 
room G2 and the Red Herring 
from room C7. Take them to 
Florin and cast the spell. You will 
now be able to go into the gas 
room E3 without being killed, 
PROJECT PHYSICAL BODY 
Get the Glue from room E6 and 
the Broken Talisman from room 
F7. Give both to Florin and 
command him to help. Take the 
TaMsman bock from him. Get the 
Crystal Ball and cast the spell 
More next month... + 



Here's a useful POKE sent in by 
Mark Fletcher of St. Albans in 
Hertfordshire for infinite energy 
and time to make Magic Knight's 
task a mite easier: 

5 CLEAR 26060 
10 PAPER 0 : BORDER 0 : CLS 
20 PRINT FLASH 1;AT9 a 0; INK 
7 , "PLAY SPELLBOUND TAPE 
FROM START" 

30 INK 0 : LOAD ""CODE 16384 : 

RANDOMIZE USR 23296 

50 POKE 55066 , 0 : POKE 55070, 

0 : POKE55071, 0 : POKE 55072, 

0 : POKE 2787 1, 0 : POKE 36133, 

0 




!HT 1-lflSTERTftOMZC 1SS5 




HQ 

acts etc - objects. 
• - force fields. 
2* - disable force fields. 
T- teteports. 
k - teteprt keys. 

wi - master refuel uriL 
return to base unit 



GREEN BERET 



Here's a minitip from Brian 
Smyth of Londonderry in North- 
em Ireland, As you come to the 
last forry with a rodcet on the 
back of it, clrmb up the ladder 
and move to the right. Then lie 
down and face the left. If you 
keep the fir© key pressed down 
at this point you can't lose any 
lives and any soldierthat has the 
misfortune to attack you gets 
killed automatically and your 
score goes up and up and up . * . 
By the way, has anyone man- 
ayed to get higher than the first 
three levels in Green Beret? If so, 
then write and tell me, oh r and 
don't forget to tn elude any tip 
you've discovered along the 
way r 



Adrian Singh supplied the foil 
owing poke, saying in his cov- 
ering letter thai it was tried and 
tested. We tried it, tested it and 
with a bit of fiddling about with 
the CHECKSUM number, man 
aged to get It working! So here is 
a working version of Adrian's 
Green Beret POKE that grves 
you infinite lives. 



S REM GREEN BERET POKES 
10 RESTOR E : LET TOT -0 
20 FOB F= 50000 TO 50 1 69 
30 READ A: POKE F. A 
40 LET TOT-TOT+2*A:NEXTF 
50 IF TQT0388S6 THEN PRINT 

"ERROR IN DATA ":BEEP 1 # 

1 ■ STOP 

60 PRINT AT 10, 0; "INSERT 
GREEN BERET MASTER TAPE'" 
70 PRINT AT 12, 0: "START 
TAPE. , . . * 

80 RANDOMIZE USE 50000 

100 DATA 82, 255, 55. 17,196 

101 DATA 6,221,33, 203, 92 

102 DATA 20, 6, 21 , 243, 62 

103 DATA 15, 21 1, 254, 205, 98 

104 DATA 5. 48, 233, 243, 237 , 

105 DATA 94, 33, 140, 195, 223 i 

106 DATA 33, 171,98, 223, 51 

107 DATA 51 r 17, 195, 130, 1 
108DATA20,3, 33,253,94 

109 DATA253.33,17,98,22l 

110 DATA 33, 218, 99, 62, 202 

111 DATA 237, 79, 195, 171, 98 

112 DATA 1,230,2 f 17,241 

113 DATA 130, 221 r 33, 0,0 

114 DATA 253 e 33,0, 0,49 

115 DATA 62, 255, 33, 177, 135 

116 DATA 229, 33, 23 1 ( 130, 229 

117 DATA 51, 51,33,241, 130 

118 DATA 62, 176, 237, 79, 195 

119 DATA 231, 130, 33, 241, 130 

120 DATA 17, 193,138,1.92 

121 DATA 0, 237. 176, 33. 212 

122 DATA 1 38, 34, 2 1 7, 1 38, 34 

123 DATA 221. 138,33, 202, 138 

124 DATA 34, 229, 138, 33. 239 

125 DATA 138, 34, 249, 138, 62 

126 DATA 195, 50, 13, 133, 33 

127 DATA 223, 195, 34, 14, 139 

128 DATA 195, 193, 138, 33, 62 

1 29 DATA 0, 34, 129, 1 33. 33 

130 DATA 50. 92,34. 131. 133 

131 DATA 33, 164,62, 34, 133 

132 DATA 133, 82, 63, 50, 135 

133 DATA 133 r 195, 84,133.0 
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Last month a plea went out for 
anyone who had hints and tips 
for Swords end Sorcery. Well, 
quite e few people sent in 
morsels of advice, but one per- 
son got in touch with a set of tips 
that are completely correct. How 
can I be sure they're absolutely 
no-question -about -it -correct? 
Because they were given to me 
by Mike Simpson, the man who 
wrote Swords and Sorcery. So if 
anyone knows the solution to he 

Bame I suppose it ought to be 
im. Just hope he doesn't want 
his £20 worth of software for the 
Ju ne TOP HP I 

Going Shopping 

In the armoury it is possible to 
seJect any item as your last 
choice, even if you cannot afford 
it. The prices are as follows; 
sword: 20 dragons teeth 
spear: 9 dragons teeth 
staff: 14 dragons teeth 
shield: T6 dragons teeth 
armour: 40 dragons teeth 
helmet: 7 dragons teeth 
gold: 20 dragons teeth 
wine: 5 dragons teeth 
pie: 3 dragons teeth 

Remember 

Food is very handy because 
there is very little of the stuff 
about 

Successfully disarm img a trap 
increases your thievish abilities. 
Smashing a chest decreases 
your thievish abilities, but can 
increase your strength. 
Hit points are also increased as 
you kill more monsters. 
Practising JUMPING can 
improve your jump skill but 
makes you hungry, 
RUNNING makes you hungry. 
FOOD doesn't make you 
hungry! It's a valuable resource. 
Don t use it all in Room 61. 

Fighting 

If the "FUU EFFECT" message 
doesn't appear when you 
firebolt something, or the 
"EFFECT RESISTED" message 
pops up, the target may be 
totally resistant. 

If, when you hit a monster 
"EFFECT RESISTED" appears, 
then it is immune to blows from 
the weapon you are using — try 
something else. 

A few points of unarmed 
combat skill gets you the 
defence DODGE 

Things To Do 

In The Dungeon . ■ , 

Take cups to the Banquet Hall 
(room 74}. 

Take all food to room 61 . 
Get the key from room 56. 
Watch out lor the pit in room 55. 
Get the RING OF JUMPING from 
room 53, 

Don't use the hook in room 84 (it 



permanently cuts down your 
statistics). 

You cannot get through the gap 
in room 99, so don't waste time 
in trying. 

Monsters and Fighting 
Them 

Get the monsters to hit you in 
melee. Every time you start a 
battle your vitality is increased, 
conversely, every time a 
monster starts a battle it is 
decreased. 

Villainy adds to the monster's 
hostility while holding a magic 
weapon does the opposite. 
Holding the magic staff doubly 
so. 

Moving towards a monster 
can scare it Moving away can 
make it bold. 

Hitting or firing at a monster 
makes it very angry. 

If yo u started the last melee, 
the monsters get angrier and 
they become more hostile when 
you r cha racte r i s ca rry i ng quest 
armour parts. 

Monsters become more 
courageous and Jess hostile 
when you get involved in a 
conversation, but their courage 
and hostility both increase 
sharply should you be blind and 
more so if paralysis is your 
problem! If you are wounded 
they become more courageous, 
but may be less hostile. 

Magic Numbers. 

Once in the game you can keep 
track of your character's 
statistics via the magic 
numbers. Their meaning (in the 
order in which they appear on 
the screen) is: 

DEFENCE (Armour} 
FIGHTING SKILL 
THIEVISH SKILL 
MAXIMUM MAGIC POWER 
UNARMED COMBAT ABILITY 
STRENGTH (Physical) 
DAMAGE BONUS (Weapon) 
Sf^WL DEFENCE CODE 
MAXIMUM HrT POINTS 
JUMPING ABILITY 



Knight Tyme 

Here's a minr hint for anyone 
who has a copy of Knight Tyme 
and rs a Utile sluck about how to 
get the space ship's crew to 
acknowledge their existence. 
Ask the Transputer, Derby 4 for 
help and it will qwe you a blank 
I.D card. To get this made offic- 
ial, find the camera and a roll of 
film. Find a co-operative robot, 
hand over the camera and the 
film and ask for help. There will 
then be a FLASH on the screen 



STARSTRIKE POKES 

Phil Churchyard has sent hi 
thesG pokes for infinite every- 
thing in Realtime's mega 3D 
game, Starstrlkt I, Beware, the 
routine doesn't want to work on 
the 12SK machine in 48K model 




SPECTRUM 



■ntANZAMANTITIPl 

For everyone who his played 
and played and played Trsnz 
Am, here's s little something 
from Paul Long ridge of Ports- 
mouth. Originally Paul started to 
delve intq the workings of ihis 

Bame jusi for some practice Fn 
ackirig, intend ing to find a 
POKE fqr infinite fives, Unfortu- 
nately he didn't succeed, but he 
did find these POKE& which 
might spice up your game of 
Tram Am a little bit I 

POKE 28670, 0 makes the game 
herder . 

POKE 98573, 0 makes it even 
herder stil[f_ 

POKE 27398, 0 makes the game 
go faster, 

As usual put the POKES in 
before the RANDOMIZE USR 
ieni, Have fun . . . 



stafeme 



as the picture is taken. 

Take the photo from the Robot 
and read it to check the photo- 
graph is actually of you and not 
of some fluff-ridden corner of 
the space ship. Have a fumble 
with the glue and the photo until 
you have an accident and the 
photograph gets stuck to the I.D 
card. Wparthe I.D card and sud- 
denly everyone will start being 
everso. ever so nice to you. 



WINTER GAMES 

Here's a mini tip from Steven 
Johnson from Po legate, East 
Sussex for Winter Games. In the 
Biathlon section, when you want 
to go uphill.instead of pounding 
away at ths left and righl key, 
simply keep pressing the right 
key and apparently you should 
zoom upwards very quickly 
indeed! 



10 REM staretrike loader 
20 REM Infinite everything 
ZSBORDffi Or INK 0 r PAPER 0 
30 CLEAR 63399 
40 LET tot - 0 
50 RESTORE 

60 FOB 1=64000 TO 64112 

70 READ a : LET tot = tot + a + a 

1 PEEK (h64000) 

80 POKE i. a 

90 NEXT i 

00 IF toto 1978613 THEN 
PRINT "ERROR IN DATA III" 
B€EP1,0:STOP 

10 PRINT $1; AT 0, 4 ; "START 
STARSTRIKE II TAPE" 

20 RANDOMIZE USR 64000 

000 DATA 6, 5, 197.221,33 

001 DATA 0,0, 17, IS, 39 

002 DATA 62, 255, 55, 205, 66 

003 DATA 5, 193, 16, 239, 33 

004 DATA 76, 250, 229, 33. 63 
006 DATA 5, 229, 33, 70, 250 

006 DATA 17,207, 91,1,34 

007 DATA 0, 237, 176. 221, 33 

008 DATA 0,64, 17, 207, 27 

009 DATA 62. 255, 56, 205, 96 

010 DATA 5, 243,221,33,0 

011 DATA 0, 17,34,0,62 

012 DATA 255, 205. 169, 5, 221 

013 DATA 33, 241. 91, 17. 78 

014 DATA 0, 62, 255, 195, 169, 

015 DATA 5, 216. 207. 26, 62 

016 DATA 99. 50, 63,92,62 

017 DATA 195. 50. 255, 255, 33 
01B DATA 231. 91. 17, 161,238 

019 DATA 1,10, 0,237, 176 

020 DATA 195, 102, 238, 175, 50 

021 DATA 160, 131, 49. 192, 92 

022 DATA 195, 200, 175 
STOP 



Phew! That just about wraps rt 
up for this month, and all that's 
left to do is to remind you that 
£20 of software is on offer to the 
TOP TIPSTER every month, and 
another £20 is available for map- 
makers Ultimata's Pentagram 
arrived in Ludlow just in t ime for 
a mil review this r ssue, and I 
haven't been allowed near the 
game yet — Vd be interested to 
receive any tips, hints, POKES 
and maps that you might like to 
send in to help me get Sabre- 
man through his latest quest. 
Steve Turner, author of Quaza- 
rron has sent in some hints on 
playing the game, which I'll 
start leaking out neat month. A 
few early hints are already arrv 
vim for Heavy on the Magtck 
ana Knight Tyme hut nothing, 
so far, on Sptnrffizy — I'm 
twisting Phil Churchyards 
arm for a POKE or two (he wrote 
the game, after alii rJ but mean- 
while, how about a few pJaytips 
from GEORGE drivers out 
there? 

FinaHy, a plea from Desperate 
gamester, Stephen Dean who 
wants a pen friend with whom 
he can swap games and tips. If 
anyone feels like corresponding 
with Hm men drop him a line or 
a hint at: 42. Mansion Crescent, 
Cross Gates. Leeds LS15 8QZ. 

Keep the tips flowing, to the 
usual address, but please mark 
them for my attention: 
HANNAH SMITH,, CRASH PLAY 
ING TIPS, PO BOX 1ft LUDLOW, 
SHROP5HfRE B SY8 IDS. 
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BTECHBNICH 

UNICHE D 

PHASE 2 OF FACE 1 

52^^, F ^!I t ! k 1J a u dos * look 5 t the New ' lm P roved MULTIFACE ONE from 
BteESSli^i haS • w y |, " n « °° u,d Possibly for 




Romantic Robot are now 

making an improved version of 
their MULTIFACE ONE - which 
we reviewed in the March issue 
of CRASH in its original form. 
Most of the promised additions 
have been implemented and the 
i nterf ace must now be one of the 
most versatile and user-friendly 
units on the market 

MULTIFACE ONE features an 
incredibly versatile SAVE facility 
for tape, Microdrive, Wafadrive 
and disk drive. It copes directly 
with the BETA and OPUS 
DISCOVERY drives and now 
also handles the KEMPSTON 
disk interface. Transfers to other 
disk systems can be effected via 
tape. A Kempston compatible 
joystick interface still appears on 
the upgraded unit as well as an 
8K RAM extension that can be 
used as buffer area or as a RAM 
dislf or for machine code 
routines. 

The unsatisfactory video 
output, which was linked to the 
noisy video signal at the edge 
connector, has been aban- 
doned. In its place has come a 
toggle switch to make the 
MULT! FACE ONE invisible. This 
means that MULTIFACE ONE 
need not be physically removed 
should it clash with another 
peripheral connected to the 
system. 

There are also major changes 
in the software area, Pressing 
the ail important button reveals 
six options, EXIT returns you to 
BASIC wrth the condition that 
the standard system variables 
are still intact, RETURN 
continues the Interrupted 
program, SAVE initiates the 
SAVE routine, TOOL accesses 
the new MULT! TOOLKIT 
routines, COPY copies the 
screen to any printer or printer 
interface which can interpret rhn 
COPY command, end JUMP 
provides direct access to any 
uti fities wtthin (he Spectrum 
ROM/RAM. 

The JUMP address is located 
at 8192 and 8193. At address 
8194 is a flag determining 
whether the ROM fO) or the 
MULTIFACE RAM (1j is paged, 
{active), For direct access wittv 
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out going through the MULTI- 
FACE menu, the identification 
code for RUN (Decimal 82,85,78} 
can be TOKEd into 8195-BT97, 
after which pressing the button 
BREAKs the program and a dir- 
ect jump is made to the required 
start address, The JUMP com- 
mand is useful for jumping dir- 
ectly into a resident disassem- 
bler, assembler or monitor. 

One advantage of storing 
routines within the MULTIFACE 
RAM is that they remain unaffec- 
ted by the NEW command. On 
the other hand, to save the carv 
tents, the who fe RAM or part of it 
must be copied to the Spectrum 
RAM and saved from there. A 
BASIC program is provided in 
the manual for block moves into 
and out of the MULTIFACE RAM 
The TOOL selection presents a 
new list of options. HEX toggles 
the display of the current Byte 
between hex and decimal. To 
view a different memory area, 
the new actdress is typed and 
entered SPACE clears the 
address. REG displays the Z80 
registers which are hetd at 
1S358-16383, WINDOW opens a 
window in the middie of the 
screen to show 12B bytes point- 
ed to by a flashing cursor. The 
address may be changed by 
using the cursor keys. TEXT 
translates and displays the bytes 
within the window into ASCII 
characters. QUIT gets you back 
to the opening screen menu, 
With all these options TOOL 
provides adequate means to 
view any system memory either 
byte by byte or in scrollable 
blocks of 128 bytes. 

The facility to scrutinise the 
ZBO registers in the state they 
were during the BREAK is very 

MULTIFACE ONE the perfect 
tool for investigating commerc- 
ial programs by interrupting 
them manually at any given time 
erther just to display the 
memory contents or to pass 
control automatically over to a 
disassembfer. 

The SAVE option makes the 
MULTIFACE ONE indispensable 
for transferring commercial pro- 
grams onto the user's own fast 
Storage system, be it Micro- 
drive, Wafadrive or any of the 
available Spectrum disk drive 
systems. Programs are saved 
with or without screen and 
require little space due to a 
compression routine. Onjy the 



relevant memory areas ere 
transferred and so several pro- 
grams can be saved on one disk. 
MULTIFACE ONE need not be 
present when loading the saved 
programs. The only disadvant- 
age is the corruption of the top 
screen area, which gets restored 
as soon as the program is reft to 
fun. At £39.95 plus £ LOO post 
and packing, this interface is a 
must for any budding program- 
mer or for any serious games 
player with a fast storage device, 

GETTING YOUR 
HEAD TOGETHER 

Following on from OPERATION 
CARETAKER — a complete 
computer cassette recorder care 
kit containing a head cleaning 
tape and alignment routine, 
Gtobal have iust reieased 
OPERATION ALIGNMENT for 
the Spectrum at £E95< 

Without doubt, faulty align^ 
ment of tape recorder heads is 
the major cause of tape loading 
problems — particularly if the 
program which is being loaded 
features one of the fancy hyper, 
mega or giga loaders favoured 
by software houses in the drive 
against piracy. Usually all that is 
needed is a tweak or two on the 
azimuth alignment screw that 
adjusts the playback head and 
all is well when the angle is 
restored to ninety degrees. 

Getting that correct angle can 



be a trtcky business — the only 
really accurate way to do it in- 
volves an oscilloscope, but then 
not many folks have one of 
those lying around the front 
room at home. With experience, 
it's possible to play a program 
tape and twiddle with the adjust- 
ing screw, getting a reasonable 
afignment by listening to the 
sounds emanating from the tape 
recorder's speaker, but the 
nervous or unskilled can make a 
total botch of things using this 
rather ham-fisted method. 

Global come to the rescue 
with a program (that you might 
have to load in with a friend's 
tape recorder if your head is 
realty wonky) that comes in a 
box with a dinky little screw- 
driver ideaf for head twiddling. 
Once the program has loaded, 
sample data can be played into 
the computer and the tape head 
adjusted while you watch the 
effects of your twiddles dis- 

Elayed in the form of dynamic 
archarts that give a readout of 
the status of the tape player in 
real time, 

Technobabble aside, the pack- 
age represents good value if you 
are having problems with tape 
loading errors and is worth 
keeping with the computer, 
After at while, you may find that 
using the package has trained 
your ear and the software can be 
dispensed with — don't lose that 
dinicy screwdriver though I 
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INTEGRATING 
DIGIT WITH 
THE PLUS 

Frel Limited, makers of the 
COMCON joystick interface, 
have come up with another 
interesting product this lime a 
kit to improve the feel and action 
of the Spectrum Plus keyboard. 
Arriving in a video-sized box the 
kit contains a myriad of little 
parts which have to be fitted to 
the Spectrum's internals 

The back is already off one. of 
the office Pluses, and a lull 
report on DIGIT Fitting should 
follow next issue.. . 



SMOOTHING OUT THE SPIKES 



Duraplug have come up with a 
unit that takes your electricity 
supply to the laundry. A lot of 
modern electrical equipment, 
including video recorders and 
computers are susceptible to 
problems caused by voltage 
surges in the mains supply. 

Quite often, appliances in 
another part of the building or 
street cut in and can cause very 
nasty things to happen to the 
data in a computer that shares 
the same local supply. If you're 
just about to reach an all-time 
high-score on the latest Mega- 
game and Sid next door decides 
to use his power drill, the result 
can be very annoying. More 
serious users, busily processing 



words or doing very hard sums 
with their computer, may sud- 
denly lose hours of work, 

Duraplug's MAINS FILTER 
ADAPTOR is a straightforward 
solution to the dirty mains 
problem. It pops into a wall 
socket, and you plug your 
computer's powerlead into the 
adaptor. A red LED indicates 
whether the power is on at the 
wall and as long as you don't try 
to draw more than a total of 3 
amps through the unit, all 
should be ticketty boo from then 
on. Providing there are no Inter- 
ruptions in the supply, that is . , . 

Around the E1B mark, avail- 
able from most electrical shops. 



BLAST BACK 

After the liquidation of the 
company which brought BLAST 
(See previous NICHEs) onto the 
market a new company has 
been formed which is . to 
continue marketing the product 
Systems Software (Oxford) Ltd 
have taken over rights to the 
compiler, but as we went to 
press it was not possible to 
ascertain whether owners of 
problematic early versions of 
BLAST will receive sup port from 
the new owners of the rights to 
the compiler We'll keep you 
posted in future issues. 




TINKERING 
WITH TASWORD 

If you're an avid TASWORD user 
and have ever fancied produc- 
ing some stick output with your 
dot matrix printer, Severn Stars 
Publishing have got some good 
news for you. They are about to 
release QUALITAS, a utility that 
squeezes Near Letter Quality 
output from dot matrix printers 
The TASWORD TWO version 
is a I ready avai la b I e fo r £7 .95 and 
a TASWORD THREE implement- 
ation is just around the comer, 
priced at £8,95 The sample print 
out sent with the letter announc- 
ing the imminent arrival of 
QUALITAS were printed on 'a 
battered old Epson FXM\ and 
certainly looked quite impress- 
ive, A full review should follow 
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SPECS AND DRUMS 

AND 
ROCK AND ROLL! 




Dunpttm simple ami vJe#A#tt loJufrort to fftv problems of 
Dirty JHMit i thmt'a nor Frmngtof* htranibby p*ws f 



Those of you who have been 
following Simon Goodwin's 
TECH TIPS column — or indeed 
getting in tune with Jon Bates, 
will have realised that the Spec 
Drum from Cheetah is a pretty 
nifty piece of equipment, 

Despite the fact that we miss- 
ed out a bijou listing last month, 
you'll have gathered that there 
ere a lot of interesting things 
that can be done with this little 
black box and the software that 
accompanies it. 

Just for fun, the Chaps at 
Cheetah have agreed to give 
three SpecDrum units away in 
this competition which should 
test your drumming knowledge 
a bit and check that you have 
indeed been reading about 
SpecDrum in these Fallowed 
pages- Runners up, who get all 
the answers right, will win a 
£3.00 off voucher, redeemable 
against a SpecDrum if you buy it 
by mail order, direct from Chee- 
tah! Not bad eh? 

On with the thinking caps, and 
make sure your entry arrives by 
or before 26th June this year at 
DRUMMING COMP, CRASH, PO 
Box 10, Ludlow, Shropshire, 
SV8 1DB. Answers on the back 
of an envelope or postcard, 
please. 

11 One of these instruments is 
not part of the SpecDrum kit, 
which one? 

a) Hi-Hat 

b) Cow-Bell 

c) Plectrum 



2] One of the fat/owing is not a 
drum machine is it: 

a) Doctor Rhythm 

b) The Clog 
ciUnndrum 

3) The SpecDrum has a Latin kit 
Does this mean: 

a) ft has South American 
instruments 

b) it has swarthy looks and 
an Italian suit 

cj the names of the drums 
are in Latin 

4) Which drummer appeared 
three times on fast year's Live 
Aid concert: 

a) NigelOlsen 

b) Phil Collins 

c) Dave Donovan 

5) Uftravox have a drummer as 
weft as many drum machines. 
What we want is the drummer's 
name ts it: 

a} Karen Wann 

b) Connie Francis 

c) Warren Canrr 

6) Which drum is sometimes 
cafiedakickdrum: 

a) Bass Drum 

b) Tom Tom 

c) Snare Drum 

7) tan Psice is the drummer for; 

aJZZTop 

b) Deep Purple 

c}Ozzy Osborne 
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OF DA TABASES, 
DISCO REMIXES 
AND DOT SPOTTING 



This month, Jon Bates takes a peek at a couple of 
music tutor programs from Childsplay and examines a 
combination Audio/Program cassette with hit tunes 
from the Commodore on one side and a database on 
the other. Next month he'll probably be back making 
music with add-on hardware . . . 

MUSIC TEACHER 
Parts 1 & 2 



In view of the wealth of music-making programs around if s prob- 
ably not a bad idea to find out what those queer-looking blobs and 
sticks dancing along the lines in a music score actually mean if you 
want to get involved in tunesmithing with your Spectrum's assist- 
ance. As most music software involves a piano-type keyboard, you'll 
probably be lacking in the skills of not* finding as well. So a program 
such as this could well be a bonus in actually getting you to under- 
stand what music scores are all about. 

Parts One and Two concern themselves with the actual names of 
notes and their relative positions on the lines and spaces. On looding 
up. the menu offers you option of playing games, getting an intro- 
duction to the world of lines and spaces and a tour of the theory 
behind it all. 



Diving straight into the games there are various levels of difficulty. 
Note names are displayed on screen to help you and notes can be 
entered either by keys 1 to 8 (which correspond to the notes A to G) 
or by moving a cursor over a keyboard on the screen. One thing that 
was quite useful, educationally, was the section where the player 
has to match u p the pitc h of a note th at h as lo be fou n d w i th the pitch 
that you think it is. The really ten could turn off the screen and play 
by earl 

Each game is timed and the resulting score shown at the end. If 
you get a decent enough score you are allowed into the composing 
section. Here you enter your own tune and have the dubious 
privilege of hearing it back — although with all the notes being the 
same Fertgth and played at a pretty pedestrian playback speed I 
found this a bit tiresome. Rests appeared here without any previous 
explanation, ft would have been nice to have been able to access the 
composing section direct from the menu. 

Part Two introduces sharps and flats and revises Part One, but 
doesn't have a composing option. All of a horrible sudden there are 
piles of key signatures without any lead up other than in the on- 
screen theory pages. General ty the idea is good and is one that has 
been covered no better by similar programs. But I have a feeling that 
it tends to defeat itself by having a theory section which consists of 
pages of text and the theory side does not actual fy take an active part 
in the program. The games coufd be more imaginative and make 
more use of colour and graphics Although interactive music 
learning is obviously the way forward, rt won't succeed if the 
program is fittle more than an electronic personification of a stuffy 
music teacher. 

Jon Bates 




Noto naming aga/n^t s time Omit in the key of C Afa/o^ H'm 
Canmran, phntngmphy person who's making mtfthm 
mistakes, not musical maestro Jon fiafej/ 



DAT AH ITS 
SOFTWHERE 



MUSK TEACHER is available from John Child, 2 
Sotithview Drive, Uckfield, Sussex, TN22 1TA 
PRICE: £10 for Parte " 
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Producer: Mupados 
Price: £4.99 
Available only through 
WH Smiths A 

What's this?', I hear you scre- 
am CRASH doing reviews far 
ZZAP! producer?' Not quite. Let 
me explain. Datahits is a cass- 
ette containing computer-gene- 
rated theme music from five 
best-selling Commodore games 
in audio form on one side: a sort 
of 'Greatest Hits' compilation of 
computer game soundtracks. 
The other side has a database 
program which runs on the 
Spectrum. The database' enab- 
les you to file your cassettes and 
stack the titles of the programs 
complete with the tape-counter 
number in the database, The 
filing system doesn't have to be 
used for computer games — the 
databse can be adapted for rec- 
ords and audio cassettes. The 
Softwftere system, although 
fairly simplistic is quite adeq- 
uate if, like me P you can loose 
track of programs and music 
cassettes with in minutes. {Don't 
suppose it'd make any differ* 
ence to Mr Ltddort's lifestyle — 
ED.) It has a fairly large capacity 
which, at full stretch , can contain 
over 20,000 titfesl It's just a 
! 5 the programmers didn't 



contents of the data base— such 
a facility would have made the 
software much more useful. 

The audio side features Com- 
modore renditions of the music 
from Ram bo, Neverending 
Story, Ghostbu iters t Crazy 
Comets and Hypersports, The 
Commodore is aided by several 
chunks of hardware {samplers, 
drum machines and sequenc- 
ers) and the result is not bad at 
all, The sound quality is very 
good (and so it should be for 
£4.99}. If I was lo be a bit critical I 
would say that some of the ar- 
rangements lack imagination 
and the resulting sounds can be 
a littJe wearing after a bit, I also 
failed to hear the 'stereo dance- 
mix' effect that the insert 
promised. 

Definitely A for effort, though. 
What we now await is a Spec- 
trum-generated cassette, ff any- 
one out there has been busy 
cranking their 1 28's and all other 
48K music add-ons into musfcal 
life please, send me a copy — I'd 
be very interested to heaf from 
Spectrum composers. (Usual 
address: Jon Bates, PO BOX 10. 
LUDLOW, Shropshire SYS IDS.) 
This could open up a whole new 
ball -game in the record market I 
wonder how long before we see 
music that originated as a game 
soundtrack reworked for the 
charts? 

Jo n Bt« 
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Simon Goodwin 
brings up more 
Excuses and 
Exciusives on the 
Spectrum 128 and 
Cheetah SpecD rum 
— plus all you 
ever wanted to 
know about Interrupt Mode 2! 



Well ! What can I say ? Part of last 
month's TECH TIPS vanished 
into a wormhole in space {some- 
where between Editorial and the 
Art Room, actually) and our 
whizzo scoop on SpecDrum 
sounds ended up bereft of a 
listing and a table 

At least, I hope it was a 
worm ho l e. 

Besides catching up on the 
missing bits of Fast month's 
column, this month I've got 
more dirt on the Cheetah Spec- 
Drum, I explain how to vary the 
volume of drums and produce a 
Fai Flight-style graph of every 
sound. There's enough informa- 
tion (Art permitting!} for to 
make up your own drums, or 
add effects to the sounds 
Cheetah supply, The results turn 
your 130 drum box into a gadget 
that can outperform semi-pro 
devices in the C100-E200 price 
bracket 

Having saved sit least £140, 
you can rush out and buy a 
Spectrum 128. At long last the 
CRASH machine has arrived as 
chsz Goodwin; in this issue I've 
got information on RAM paging 
(including an exclusive trick 
Which lets you access all 12BK 
from BASIC) and an in depth 
analysis of the real difference 
between the new machine end 
its predecessor. I've on iy had the 
Spectrum 128 for a few days* so 
I'm still finding out about its 
inner workings. Next month I 
should have a copy of the Spec- 
trum 128 Technical Guide, so I'll 
really be able to blind you with 
sconce 



KEY 

INFORMATION 

If you want the extra editing 
funct ions of the key pad P but 
don't want to pay the £20 that 
Sinclair Research were asking, I 



can tell you how to get the same 
effect from the normal keyboard 
. . . the add-on keypad gives you 
new editing functions on single 
keys. The Spectrum 128 has to 
recognise these somehow; it 
uses the key-codes which follow 
the normal Spectrum user-defi- 
ned graphics. On a 48K machine 
you can type letters from A to U 
in GRAPHICS MODE, to get the 
corresponding 21 user-defined 
characters, Letters from V to Z 
are ignored, 

But the 128 treats those 
spare' codes as editing com 
mands. In each case* in the ab- 
sence of a keypad, you have to 
press the GRAPH key— near the 
top left comer of the keyboard— 
before and after the appropriate 
tetter. The first press selects 
GRAPHICS MODE, so that the 
keys have their special effects, 
and the second press switches 
the mode off. so that you can 
type norma fly thereafter. Ann- 
oying ly, unlike the 48K machine, 
the 128 doesn't change the cur- 
sor when GRAPHICS MODE is 
selected. 

GRAPH V GRAPH instantly 
moves the cursor to the start of 
the last line of your program. 
GRAPH W GRAPH takes you to 
the very beginning, GRAPH X - 
GRAPH propels you to the end of 
thfs tine — very usefu I that one — 
and GRAPH Y GRAPH moves the 
Cursor to the start. The last 
'secret' key-code, GRAPH Z 
GRAPH, toggles the editor dis- 
play between the top and bot- 
tom parts of the screen. 



ROM WRONGS 

These functions only work when 
you're in 128 mode, but they 
I nave a I ingeri ng effect whe n you 
try to use 48K software. When 
the new machine is put into4BK 
mode it 'hides' the extra 80K of 



memory and the 16 K utility , 
ROM, but it still doesn't behave 
exactly like a Spectrum or Spec- 
trum Plus, The main incompat- 
ability has the unfortunate effect 
of stopping Kempston (and 
compatible) joysticks from 
working in many games. The 
explanation is a bit technical, but 
here goes , * . 

A 'heartbeat' signal generated 
inside the Spectrum causes it to 
stop what ever else it is doing 
and run a short machine-code 

Brogram, 60 times a second, 
ormally this program just re- 
ads the keyboard and updates 
the computer's internal clock. 
Thfc routine is buried inside the 
Spectrum ROM, so you can't 
change it 

However, it is possible to dr- 
vert the effect so that another 
routine gets called every 1/50 
second. Many popular games 
use this effect to read the joy- 
stick or keys, move sprites or 
generate sound effects* The 
diversion involves setting a 
software 'switch' inside the ZBO 
processor, so that rt jumps to a 
routine indicated by the pro- 
grammer instead of the normal 
ROM routine. 

Unfortunately this mode — 
Interrupt Mode 2 — gives exte- 
rnal devices control over which 
routine gets executed. Devices 
can alter the diversion by pre- 
senting different values on the 
computer bus — the connector 
at the back 

Games programmers don't 
want this — they want the same 
routine to run regardless of the 
value on the bus. But the Kemp- 
ston joystick interface upsets 
things by presenting values 
when it shouldn't diverting the 
machine-code in the process. 

This, in case you are wonder- 
ing, is why Tornado Low Levei 
used to crash if you tried to play 
rt with a Kempston stick conn- 
ected — the interlace made the 
processor look in the wrong 
place at every heartbeat. 

Values on the bus can range 
from 0 to 2S5 P so the processor 
can fetch the routine's address 
from up to 256 different places. 
In 1963 Quicfcsilva's John Ho His 
realised that a table of 257 
identical bytes will always send 
the processor to the same ad- 
dress, (257 identical bytes, 
because an address takes 2 
bytes.} Such a table is a bit 
wasteful (for some reason, John 
actually used about 700 bytes!) 
end the possible destinations 
are a bit limited, but you can be 
sure of a reliable call SO times a 
second r whatever is plugged 
into the back of the eo m pute r. In 
Aquapfane this effect is used to 
give a two-colour border (sky 
and sea) by changing the colour 
as the TV re-draws the picture, 
50 times a second. 

This technique worked, but it 
used quite a lot of memory, Ian 
Oliver of Realtime Software had 
i the fiendish idea of using the 
'empty' locations in the old 
Spectrum ROM instead of a 
table in RAM. These happen to 
contain the right value (255) to 



direct the computer to the very 
top of memory. A relative jump 
instruction at address 65535 
interacts with the 13 value atthe 
start of the ROM (logically, the 
'ne*t J address) to send the pro- 
cessor to address 65524, where 
you can put a jump to anywhere 
you like. The whole trick uses 
just 12 bytes of RAM. and it is 
totally impervious to the effects 
of the Kempston interface. It's 
very efficient very clever, and 
programmers love it. Dozens of 
top games use the tech n i q ue . 

But . . . Sinclair have put 
routines to read the keypad into 
the previously -unused area of 
ROM in the 12B! the blank' area 
is now full of code, so the trick 
won't work. The problem can be 
cured if software houses go back 
to the old John Hollas rnethod r 
but that needs much more sp- 
ace, in rather inconvenient 
places. Many games already use 
eve ry byte o n the 48K mach ine a . 

It's hard to see what can be 
done to get around this prob- 
lem, in the short term Amstrad 
only show their ignorance by 
complaining that Spectrum pro- 
grammers should "follow the 
rules'', Sinclair never published 
any rules about what should and 
shouldn't be done on the Spec- 
trum. If programmers had stuck 
to the information in the Orange 
manual we'd still be playing 3D 
Tarn and AJmetf Out . . . 



128K FROM BASIC 

The Z80 processor in all versions 
of the Spectrum can only add- 
ress 64 K of memory at a time B 
1 6K is used for ROM and 48K for 
RAM, Otder peripherals — such 
as Interface 1, ZX LPRINT P the 
VTX modem and so Oft— used a 
technique calied paging to dis- 
able the ZX BASIC ROM and 
replace it, temporarily, with 
another. 

A similar technique is used on 
the 128, to allow 128K of RAM to 
fit into the 48K space. Of course, 
you can still only have 48K at a 
time. As supplied, the Spectrum 
128 uses 16K as workspace 
when programs are being edit- 
ed, and the remaining spare 64K 
as a RAM disc — an area of 
memory into which you can 
SAVE programs or data. Unless 

Sou want to mess around with 
les, your program is stuck 
within the confines of the usual 
48K„ 



CRASH 
EXCLUSIVE 

But that J s just what S i ndai r sa id. 
Contrary to what you may have 
read in other magazines, it is 
easy to switch the 128K around 
from BASIC. All you need is one 
POKE instruction! Before I spill 
the beans, I'd better explain how 
the 128K is arranged. 

The memory in the new 
machine is treated as eight 16K 
pages, numbered from 0 to 7 in 
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classic computer programmer 
tradition. Page 5 contains the 
normal screen memory and 
what would be present on a 1 6K 
Spectrum — addresses from 
16384 to 32767 Page 2 contains 
the nert 16K t from 32768 to 
49151. Then things get 
interesting. 

All the other six pages — 
0,1,3,4,6 and 7 — fit into the 
space from 49152 to 65535, Of 
course, only one page can be 
accessed at a time. You select 
the page by storing the number 
of the page you want plus Tfi, at 
address 23388, 

Before you go swapping 
pages you should type CLEAR 
49151, so that ZX BASIC doesn't 
try to store information in the 
top' 1 6K — otherwise it will get 
very confused when the inform- 
ation vanishes and a new page 
appears! 

I'm still waiting for the tech- 
nical details of the 128, so Km 
not sure WHY this POKE works 
— but it does. Normally page 0 
occupies the top 16K, As soon as 
your 8ASIC program stops, 
page 0 re-appears and some- 
thing POKEs 16 back to 23388— 
but you can PEEK or POKE r LDIR 
or whatever in the 'new' pages 
while your BASIC program runs. 

For exam pie r write a program 
that starts with POKE 233BS, 17 
(page 1 ) and then examines the 
contents of memory from 49152 
onwards. You will see the con- 
tents of the first quarter of the 
HAM disk. The next three quart- 
ers are in pages 3, 4 and 6; they 
can be accessed by POKEing I9 r 
20 and 22 (16 plus 6) respective- 
ly. You can look at the editor's 
workspace, and the RAM disk 
directory,, by selecting paqe 7 
with POKE 23388,23, 

Most amazingly, you can even 
end up with the same page of 
RAM in two pieces! Try this Tine: 



1 CLEAR 49151 : POKE 23388,21 : 
POKE 49152,255: PAUSE 0 



This moves page 5 into the top 
16K, and then POKEs 255 at the 
start of the page. However, 
video information from 16384 
upwards is stiH being read from 
page 5. The POKE to 491 52 puts 
a line on the screen — even 
though the screen is at 16384. 
The Same memory is appearing 
in two places I 

You can do the same with 
page 2 — normally 32768 to 
49151 — but you should be wary 
of POKEing it as you might 
corrupt your BASIC program. 

It r s a fiddle to gain a ccess to al I 
128K, but it can be done. Unfor- 
tunately you can'l divert RAM 
into the bottom page — where 
the ROM normally appears — 
and switch the video memory 
out of the normal 64 K comp- 
letely. So you can t run the CP/M 
business operating system on 
the Spectrum as you can on the 
'other' Amstrad machines. Still, 
who cares? 
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HARD FAULTS 

The edge-connector at the back 
of the 128 is missing a few sig- 
nals, compared with the Spec- 
trum. It is no surprise that the old 
display signals (U, V, V and 
VIDEO) are unconnected, as the 
new machine has an RGB and 
Composite video output socket. 

More importantly, the IOR 
QGE signal has gone. This used 
to allow external devices to 'turn 
Off the Spectrum ULA so that 
they could imitate the keyboard, 
The original version of the Com- 
con joystick interface, among 
Others, used IORQGE, and wou- 
Idn 1 1 work on the 128. Anew 1 28- 
compatible version is now 
available. 

128K INSTANT 
INTERFACE 



The other joystick interfaces I 
got working were an ancient 
Stonechip programmable port, 
an Interface 2 (after pressing 
RESET) and — of course! — the 
Instant Interface, documented in 
the December 1 985 TECH Tire. 

You'll need a copy of the 
original article to fit the port r but 
here are some new points to 
remember. There sre eight 
screws on the underside of the 
machine — three long ones, by 
the metal heat-sink, a sharp 
edged one by the edge conn- 
ector, three on the right hand 
side and one on the bottom lip. 
As ever, remember that you 
invalidate your warranty by pul- 
ling yourmachine apart. 

The six wires from the joystick 
go onto the backs of the key- 
board connectors; these have 
been moved, but are otherwise 
identical to the ones on the 48K 
machine. The new circuit board 
is held in by two very short 
screws near the front edge of the 
machine. Leave the three screws 
by the heat sink alone. 

You must unplug the regu- 
lator, on the right, by pulling 

Pently on its white connector, 
rise the reset switch vertically 
out of its slot, and then turn the 
board upside down for solder- 
ing. When you put things back 
together, note that the regulator 
wires should be coloured Green, 
White, Red from left to right as 
you view the machine with the 
edge-connector pointing away 
from you, Don't try to test the 
machine until you've re-conn- 
ected the regulator! 

MORE TESTING 



I tried a few other peripherals on 
the 128„ There seems to be a 

Sjneral problem with devices 
at use input ports — the Datel 
sound sampler was able to pro- 
duce noises (via port 1271 but I 
couldn't read anything back 
from the same port. Perhaps the 
strobe' port — number 191 — 
was not working properly. 
Amazingly, my Currah Micro- 



speech worked first time, auto- 
matically selecting 4SK mode 
and chattering away quite hap- 
pily on the new machine. Micro- 
speech is available at a silly price 
nowadays, and it is good to see 
that it works on the new mach- 
ine. The BETA Disk system is 
definitely NOT compatible with 
the 128 r and I hear that the VTX- 
5000 modem won't work either. 
I found that a ZX LPRIIMT 2 

Sjarallel printer interface worked 
ine on the 1 28 in 48K mode. In 
128 mode you MUST use a 
printer connected to the serial 
port — the ZX Printer won't work 
in that mode, not least because 
some of the new System Vari- 
ables are stored in the ZX printer 
buffer! 

If you've got a Centronics 

C rimer you may be interested to 
ear that serial to parallel con- 
venors for the QL work perfectly 



Back to humble 48K Spectrum 
users now, with further hints 
about Cheetah's SpecDr urn. The 
SAMPLE EDITOR program, 
which went missing last month, 
jets you load any drum sound 
into memory. You'll need to use 
die Cheetah Kit Editor to extract 
individual drums from a kit but 
you can load the RIM and HI 
TOM sounds directly. 

The extra lines from 600 to 620 
print out the name and type of a 
sample, once you r ve loaded it. 
Of course, you can change any 
of this information with POKEs. 



DRUM TUNING 



Once you've got a sample in 
memory you can tailor the 
sound, in just about any way. 
Each sample is made up of 
2-3,000-odd numbers, repres- 
enting back and forth move- 
ments of a wave (or speaker 
cone}. The computer plays these 
back at high speed, and elec- 
tron fcs in the SpecDrum convert 
the numbers into a changing 
voltage. 20,480 numbers are 
processed by the hardware 
every second, which explains 
the high quality — the band- 
width or tonal range of the 
system is about the same as a 
good cassette recorder or a 
Medium Wave radio station. 

The SpecDrum is an eight-bit 
system, which means that it can 
cope with 256 different levels. 
There's only one hardware 
channel, but the effect of three 
sounds at once can be produced 
by adding together the level for 
each sound. 

To make the adding easier, 
each byte is stored as a signed 
value, between -128 and 127 
The Spectrum's PEEK command 
treats negative values as if they 
had 256 added to them, so a little 
code is needed to correct things. 
POKE copes perfectly happily 
with signed values. 



on the 128. The plugs (for once! 
are the same. I tested this wrth a 
Connexions QL interface, bou- 
ght at Boots, and it worked 
straight away. COPY generates 
codes for a EPSON FX (or com- 
patible) printer. The Miracle 
Systems QL interface should 
also work. 

The Cheetah SpecDrum see- 
med to suffer from software, 
rather than h a r dwa re , i n c o m pat- 
ibility. I coy id push the con es of 
my speakers back and forth by 
sending different values to port 
31 from 1 28 BASIC, but the drum 
software wouldn't work in 1 28 or 
48 mode. This is a shame, be- 
cause the SpecDrum could do a 
lot with extra RAM — you could 
have about 40 different drums 
loaded at once, using the page- 
flipping technique explained 
earlier. 



ACOUSTIC 
SIGNATURES 



Line; 700 scans through an entire 
sample. The sample should be 
loaded with the other program, 
to set the value of the variable T 
(the sample type). Line 710 con- 
verts each PEEK into a signed 
value, 

The first line 720 just plots the 
graph of the sound across the 
Spectrum display. If you want to 
see this work well, try plotting 
the KICK D from the Latin kit. The 
scale is compressed, to fit the 
entire sound on the screen; you 
may find it is better to look at 
only part of a high pitched 
sample, by removing the INT, 
brackets and /1 2 in line 720 The 
plot will stop with an error- 
message when the edge of the 
screen is reached. 



EMPHASIS 



Untike the SpecDrum r most real 
drummers bash away at varying 
levels as they piay The Spec- 
Drum only plays each drum at 
one volume, end this is very 
limiting musically, Upmarket 
drum synths have an emphasis 
button which can be used to 
make certain beats extra -loud, 

You can adjust the levels of 
the SpecDrum samples by 
mutti plying or dividing the 
stored values. Large factors lead 
to distortion, but a factor of 2 is 
barely discernible to the ear, so I 
find I get best results by cont- 
rasting doubled and halved 
samples. Simple rhythms play- 
ed on one drum, alternative^ 
using two fevels r sound great. 

To change the level of a sam - 
ple, use line 700 and 710 to read 
each value and add the second 
line 720. Set FACTOR to 2 or 0.5 
before you GOT TO 700, and the 
sample will be turned up or 



SPECDRUM REVISITED 



T 
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SAMPLE EDITOR LISTING: 



lOO 
HO 

120 
130 

140 

150 
200 
220 
300 
310 
320 
330 
400 
4lO 
420 
430 
50O 
510 

down 
check 
graph. 



CLEAR 267*7 

FDR 1=26768 TD 26784 



READ Ci POKE l w Cz NEXT I 
PRINT "Play drum tape." 
POKE 267SO f B6i POKE 267B1,5 
60 TO 300 

PRINT "Tap a key to save,": PAUSE 

POKE 267Q0 P 1*4: POKE 2^781,4 

POKE 26771^165: POKE 26774 S B 

POKE 26775, Os POKE 26777 p O 

RANDOM I ZE USR 26766 

LET T=PEEK 267B9 

POKE 26771,173: POKE 26 774,0 

POKE 26775,8+4* (T=i30 OR T^132) 

POKE 26777,255 

RANDOMIZE USR 26768: STOP 

DATA 175,221,33,0,104,17,0,0 

DATA 62,0,55,205,0,0,245,193,201 



respectively. You can 
this by re-printing the 
I POKE a 'plus' or 'minus' 
the names of 



character into 

■ 



samples which have been proc- 
essed in this way, to remind me 
what IVe done when I come to 
re-load the sound. 



EXTRA ROUTINES = 
Display drum detailsi 

600 PRINT -Drum typ&s " ; PEEK 26789s " - Na»e "j 
610 FOR 1=26790 TO 26796t PRINT OMR* PEEK I ; 
620 NEXT I: PRINTi STOP 

Graph sample: 

7DO FDR 1=26799 TO 2SB46+1024» (T^=130 OR T-132> 
710 LET L=PEEK I: IF L>127 THEN LET L-L-256 
720 PLOT INT t ( 1-26799) / 12> ,BB+Li NEXT I 

Adjust emphasis (suggested FACTORS 0.5, 2) I 

720 POKE I 9 Lt FACTOR: NEXT I 



CUPPING 



It is important that the total level 
of all the drums being played 
never exceeds 127 or drops 
below -12, or the sound will be 




The waveform drawn on Severn by the output that nni-malfy 
sounds iikm the Kirk Drum in th<? SPECOPIIM Kit, Note f/ie 
STOP iffltsmenr f/iaf concludes tfi* art is try . . . 



TABLE Iz Spec Drum channels, drum positions *c sample sizes- 



Position 


1 


2 


3 


4 


5 


6 


7 


e 


Sample 


2K 


3K 


3K 


3K 


2K 


2K 


3K 


3K 


Channel 


1 


2 


2 


2 


3 


3 


3 


3 


File type 


129 


130 


130 


130 


131 


131 


132 


132 



badly distorted. This can never 
happen when you use the stan- 
dard drums, because they are 
recorded so that the total of all 
the loudest drum levels is within 
a safe range {the Bass drum gets 
the most range, and the other 
two channels share the rest). 

tf you adjust the volume of 
drums you obviously run the 
risk thatyoulf exceed the proper 
range, it's up to you to avoid 
combinations that do this — it's 
very easy to tell when clipping 
takes place, because the sound 
is awful! 

Once you've got a sample in 
memory you can play about 
with it to your heart's content. 
You can add the first part onto 
the second, giving an echo res- 
ult, or POKE a made-up wave- 
form into memory. You can get a 
good idea of the shape of 
sounds by plotting the graph of 
the Cheetah drums. 



THE END 



Well, this month's column has 
been very technical but I hope 
you've found ft interesting non- 
etheless. The Spectrum may be 
four yean old but If » certainty 
far from played out as an ent- 
husiasts' machine. Next month 
111 take a look at the G&nius 
assembler from Oasis/Ocean, 
which promises to beat all other 
Spectrum machine code syst- 
ems hands-down (really I), 111 
also explain more about the in- 
ner work ings of the 128, includ- 
ing — hoperu ll*y — a fix for some 
of the problems mentioned this 
month. 

Your letters, on any Spectrum 
technical subject, are welcome. 
A parcel of letters was lost early 
in April, between CRASH and 
my Black Country hideout w I 
must apologise on behalf of the 
Post Office and ask anyone who 
wrote in then to try again — as 
far as I know I'm up to date with 
all the readers letters that have 
reached rn# f and well used 
Registered post from now on. 
The address, as ever, is : 
TECH TIPS 
CRASH 
POBOX10 
Ludlow 



SYS IDS 
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WINNERS 




SABOTEUR MAPPING COMPETITION 



Way back during the snows and 
genera! arctic conditions of Feb- 
ruary r we asked all Saboteur 
fans to come up with a map of 
the game. Durell kindly supplied 
a v ioeo by way of an rn cent i ve , . . 

There must have been an 
awful lot of you snowed- in over 
the fist months of this year, 
because we were sno wed-under 
(Copyright 1 986 Pretty Coo/ Link 
Corporation) with entries. Due 
to a slight error in the February 
typesetting, the entry deadline 
was extended a little. Now, at 
long fast, the competition has 
closed, the winning entry has 
been selected. Kevin Payne of 
HoJmoak BS18 2RZ will soon he 
watching all the latest videos on 
the machine supplied by the 
helpful fellows atDutell. 



Runners-up get to choose a 
game from the DureH catalogue, 
and should have a good few 
hours of free playing ahead of 
them. 

The ten run ners up who get 
their choice of Durell games are 
as teltaws: 

Angus Mackintosh, Datmouth 
Terrace, SE 1 0 SAX : Paul 
Heywood, Hampton Grove, BL9 
6PT; AM Puph, Birmingham St 
WV13 2HH; Rosell R Semaine, 
Bush Hall Rd, CM12 OPZ; Nick 
Annies, Sallowbush Rd, PE18 
7AF; Simon Lynch, Hermits 
Croft, CV35HA; Paul Messam, 
Belie Vue Rd, SN1 3HN; David 
Barrett, Mill Hill Lane, DEIS 
OAX; Paui Oeyes, London Rd f 
HR39BO; Robert Srown, 
Queens Close, NR47PE 




BOMBJACKCOMP 



In the April Issue of CRASH we 
asked ell the BombJack fans 
scattered around the country to 
devise a training manual for use 
by an assistant superhero while 
Bombjack went on his hols. A 
BombJack arcade machine is 
the prize En this case, and after 
after hours of head -scratching 
the faithful Comps Minion 
finally dragged himself out of 
the broom cupboard for long 
enough to select the winners: 
The Brothers Westfantf — 
Stephen and David — wiJl soon 
have a BombJack arcade 
machine winging its way down 
to them in West Wickham r Kent. 
Efrte T-shrrts go to the 20 
runners-up. 



The runners up. whose grasp of 

Bombjack is quite evident will 
soon be able to parade about in 
their very own ELITE SYSTEMS 
T Shirts. Not bad, eh? 

Phi! Emery. (Xhmnrtwi BdL SE9 JRH, 

4YG ; lain Mdfcr StitHii 6>urt r KYft *Rft; 
Je+fery Fug*. Durbrtrhdoe Lino, S55 BSN; 
John HkxJkmnn, Knighton Driv*. B74 4QP 
Uft Rua«t Goodwin Rd, E7 0LF\ Nkholn 
HlMff.&HnLftfie, ME1T *LF- John 



LMipn r Kin^stinding Rd, B44 8 LB. 

^ilfthLfrat.rtodthoipa, ULM3HA: Ronald 
MorrflCfl P Colntnn Rd, EH 10 WF; f»*ter 
Small. Nomwibv Bd, W? (TTB ; An<Jr*w 
Hoopaf , Cpli m r BA1 0 OCA; Paul UfWVtt 
GfMft, SPl 3 EL; Martin Waked* v 

jJ^j^^^W, St™ Honk., 



TTTT TOMAHAWK KIDS 
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The Tomahawk competition 
wasn't actually featured in 
CRASH but was run on the inlay 
card of Digital Integrations 
helicopter simulator. Graeme 
Kidd (He of the shiny red Doc 
Martens) drew the winning 
entries from an official CRASH 
bucket just the other day, and 
here they are. The first prize of a 
trip in a helicopter plus a day out 
vyrfth Digital Integration goes to 
David Griffiths of Raby Rd, 
Durham end Martin Johnson 
who halls from foundry in 
Truro. 

Twenty runners-up are to 
receive Apache Airfix model 
kits, The helicopter ride is 
scheduled for a warm spell — so 
sit tight wfnning entrants, you'll 
be airborne before you know it I 
Airfix Kit Modellers to be are: 
John Lewis, Hendrefoilan Road p 



Swansea; C J Biddle r Highcroft 
Avenue, L£2 BUG ; R Nash r 
Watford Road, Herts; Nick 
Hawcroft, Oriel Bank, Y011 2SZ; 
lain Morrison, Manse Road, 
Nairn; David Cartwright, 
Bowshaw, S18 6GB; J R Thorpe, 
Felindre, Wales: M H Watmore, 
Tolpuddle Way, GUI 7 7BH; 
Jason Lock, Heathbourne Ro&d, 
Lanes; Mr P Lawler, Springfield 
Dose, P0207AS; AS Smith, 
Hoist Close, NR33 9BZ; P Small, 
Normanby Road. LN7 6TB; R 
Baliszewsfei, Leighton Buzzard, 
Beds; M Perman, Carsons Drive. 
Suffolk; Colin Noad, Peddlars 
Grave, Surrey; Mark Whitaker, 
Westfield Drive, DL3 9BB; MrG 
Proctor, Gar grave Court, LS9 
7EP; Phil Cartings, Devon. TQ12 
SHF; S L Morrison r Learn Lane. 
Tyne & Wear; Richard Pettican, 
Spin die woods, Surrey 




r ' 



ADVENTURE CHART WRITE-IN COUPON 



Please use block capitals and write clearly! 



My top five programs are: 



TITLE 



VOTE OUT OF TEN 



PQStOQlto 



T SHIHT i 



L 



Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 
LUDLOW, SHROPSHIHE SYfl 1 DB 



CRASH HOTLINE WRITE I N COUPON My top five favourite programs in descending order 



Please use block capitals and write ciearly! 
Name . 
Address 



are: 



TITLE 



PRODUCER 



1 



Postcode 



T SHIRT SEE 



4 



Send your coupon to: CRASH HOTLINE, PO BOX 10, r 
LUDLOW, SHROPSHIRE SY8 1DB 1 
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This month sees the start of a new 
column, put together by BRENDON 
KAVANAGH who has been involved in 
the Play By Mail gamesworid for some 
while. Brendon produces his own 
fanzine — THE TELEPATH — for play- 
ers of the Play By Mail Game STAR- 
GLOBE, as well as contributing a 
regular column on STARGLOBE to 
PB7WI MAGAZINE. Take it away, Bren- 
don i . . 



The bobby of Play By Mail (PBM) 
p am ing is now well established 
in the UK, and a lot has 
happened since Chris Harvey 
brought the PBM ing bug across 
the Atlantic from America 
fifteen years ago. John 
Minson's report on the first 
Briti&h PBM Convention in the 
April Issue set the wene: over 
the coming months 111 be 
providing a regular update on 
the goings on in the PBM world, 
« wefl « too k i ng at some of the 
games currently available, 
To beg in with p I'd like to 



£ 



PBM gaming, and outline the 
basic structure of the games 




PLAYING GAMES BY MAIL? 



A PBM game is a complex 
fantasy/strategy game played 
simultaneously by a targe group 
of people who alt use the postal 
system to interact with the 
game. To participate, each play- 
er sends orders for the current 
turn to the Game Moderator 
{GM) t who is paid to process the 
orders and return the results to 
the players. Each player's res- 
ults are unique and personal- 
ised, and is is partiy from study- 
ing these results that a player 
decides on the orders to pop in 
the post forthe next turn. 

Games may be human mode- 
rated, computer moderated or 
computer assisted. The way in 
which a game is moderated 
affects its feel, but shouldn't 
affect the quality of the game 
itself. Players of the Fighting 
Fantasy type of game, for inst- 
ance, tend to feel that computer 
mode ration gives the imagina- 
tion much more freedom. Con- 
versely, space- based games 
generally lose out on atmo- 
sphere if the turn reports are 
handwritten sheets rather than 
computer-generated printouts 

Each moderate method has 
its inherent disadvantages. 
Human moderators — by their 
very nature — can have bad 
days, which are reflected in the 
standard of GMing, Computer 
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software and hardware can 
suffer from disastrous bugs or 
system crashes thai may wipe 
the entire game from memory. 
Backups are almost always 
!yken regularly by GM r s running 
a computer system, but the hard 
disk equipment needed rapidly 
gets expensive , . . Generally, 
PBM games are run well, and 
problems are scarce. 

TURN AND 
TURNAROUND 

PBM games either have fixed 
deadlines for orders or they are 
"open ended'. Where deadlines 
are enforced, players must post 
their orders on or before a cer- 
tain date. The GM can then pro- 
cess all the orders at once, and 
the main overlying strategy in 
such games involves predicting 
the actions of enemies or op- 

Knents in order to outwit them, 
ad lines are usually fortnight- 
ly H but other frequencies do crop 
up — weekly deadlines are set 
on some games to give fast 
turnaround white three weekly 
or monthly deadlines in other 
games allow international play- 
ers to participate without being 
affected by postal delays. 
Open ended games have ord- 




PBM MAGAZINE, fttftwf by M/fc* Cosfefto mnd P ubH*h+d 
twwy offtftrnwttli by EMM Ymt J 7 Lmngtmnk 4wnw # J?j*# 



ers processed several limes a 
week, and have no fixed way of 
ending, Players may submit 
orders as often or as rarely as 
they choose, and such games 
usually progress rapidly Open 
ended games with a fast turn- 
around are likely to appeal to 
those who enjoy quick, realtime 
developments more than a stag- 
gered battle of wits, 

LEFIN 

Play By Mail games are charac- 
terised by the long lives they 
enjoy — games last for years, as 
a PBM game is no one-day cam- 
paign, A variety of methods are 
used to bring PBM games to a 
close. Normally, a game contin- 
ues untit there is a clear victor or 
the game becomes uneconomi- 
cal for the Game Moderator to 
run. Alternatively, points or 
ratings systems may be employ- 
ed in a variety of ways — some 
games end on a set date, when 
players are ranked according to 
achievements. One game invof- 
ves a secret score, set by the GM 
at the start, and as soon as a 
player reaches that mystery 
score, then the game ends. In 
open ended games, a points 
system is used to identify the 
Feeding players. 

Ultimately, games can be 
closed due to acts of God 
(computer failure or other real- 
life disaster}, low popularity or 
even total boredom on the part 
of the Game Moderator. Fortu- 
nately, early closures are rare, 

THE DIPLOMATIC 
CORPS 

The most attractive feature of 
PBM games is probably the fact 
that they are multi player games. 
The results that arrive on your 
Turn Sheet after each move can 



be heavily influenced by the 
actions of other p laye r s . Operat- 
ing atone in a game, with no 
allies to support you, can be very 
difficult as well as being a bit 
boring. It is very important to 
engage in diplomacy to get the 
most out of the game. 

Inter-player communication 
which take place outside the 
structure of the game itself as 
laid down by the Game Moder- 
ator, is termed Diplomacy, and 
involves direct contact between 
players by telephone or letter. 
Cunning Diplomats do well , . . 

The art of Diplomacy involves 
e complicated process of bluff, 
double bluff and negotiation. 
The aim ts to extract information 
from fellow players, to make 
alliances or enemies, to double- 
cross allies, and to indirectly 
manipulate other players. Diplo- 
macy is also commonly used to 

R lead for mercy from a superior 
jrcel Very compSe* reiation- 
ships can develop between the 
players in a game, and the 
behind-the-scenes manoeuver- 
mg can often become as much 
fun, if not more fun, than the 
actual gameplayl 

NEXTMUNF 

Following on from this brief In- 
troduction to the mechanics of 
PBM games, next month 111 take 
a close look at a single game — 
VORCON WARS. This is perhaps 
the best introduction to PBM 



gaming amund at the moment, 
and Til examine the game 
depth for the benefit of readers 



in 



thinking about taking up the 
hobby of play ing games by mail. 
Meanwhile, please don t hesi- 
tate to drop me a line at P8M 
MAILBOX, CRASH Towers, Lud- 
low, Shropshire SY8 1DB — I'd 
like to include game tips and 
letters in a PBM MAILBOX 
FORUM, and it's up to you to 
help out! 




t * 



Deep in the secret undergnDund lab beneath Kew Gardens Jeremy WindUini (phk photographer) searches for the inventions hidden by the 

Mad Professor. Can he find and photograph diem before the radiation level has him glowing in the dark? Can you help him? 




In case of difficulty I 



mined from Quid; 



Liberty House, 222 Regent Street, London WIR 7DB 
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HEAVY 
ON THE 
MAGICK 



Producer: Gargoyle 
Price: £9.95 

Authors: Carter & Follis 

Music on the Spectrum has 
never been a matter to crow 
about, what with the likes of the 
Commodore. Amsirad and Atari 
machines tunefully serenading 
the high street store customers, 
but here Gargoyle have pn> 
duced an intra tune which 
improves and becomes mors 
complete the longer you teave it 
playing on the introduction 
screens. The player is further 
seduced an animated loading 
screen — the first I can 
remember seeing. Many of the 
pictures you will meet during 
the game are flashed up around 
the screen as a loading counter 
ticks down from over 750 in the 
bottom right -hand comer. 

The options on loading up are 
commendable and are an in- 
sight into the complexities and 
depth of the game. Magick f 
sees you start a brand new 
game. Save Game and Restore 
Game are the standard options, 
while Save/Restore Axit (the 
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main character} and Resign 
Status are welcome additions, 
This last allows the player to 
alter the values for Stamina 
Skill and Luck randomly attribu- 
ted to our hero at the start. 
Pressing the 6 key has the values 
swapping around from their 
inherent bias towards a high 
Stamina, much lower Skill, and 
very low Luck so that you might 

R refer and select a hign Skill or a 
igh Luck. Typical starting 
values for Stamina, Skill and 




Luck are 33, 8, 3 and 35, 12, 4 
showing that your total points 
tally does vary along with their 
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distribution. You a [ways, 
however, begin with zero exp- 
erience points, and are saddled 
with the far from glamorous 
grade of Neophyte, a very lowly 
wizard barely competent with 
spells. 

The fi rst f ra me g i ves a n idea of 
how all the information in the 
superb supporting booklet (the 
best l r ve seen since Lords of 
Mtdnight in terms of playing 
details and imaginative story- 
line) might be enacted. Axil the 
Able stands between two tables 
with what took like, and indeed 
are, books perched upon each. I 
say look like' because herein 
lies one of the few drawbacks — 
and a minor one at that — to the 
payability of this game. The 
picture is formed by a method 
Gargoyle have made their own; 
the screen is formed in memory 
and blown up onto the screen as 
a way to conserve memory and 
so allow a longer and more 
detailed adventure. Because of 
this, the scale of the picture is 
enlarged and the definition is 
reduced, with the result that 
individual pixels become con- 
spicuous and objects become 
that much more difficult to 



windows of information along 
the bottom of the screen. The 
debut location is a good place to 
do this, as in other localities 
various nasties suddenly 
descend upon you making your 
task, and your very survival, a 
difficult business, Your char- 
acter, Ax il, strands between the 
tables in a long cloak which he 
ruffles impatiently, waiting on 
your next move. Waiting long 
enough here you will also notice 
this rustling of garment actually 
takes up Stamina as a click r 
marking the loss of one unit 
every Tew minutes, lets you 
know. 

The first frame is quite useful 
for showing how one or two of 
the simpler aspects of the game 
work. The ever-useful EXAMINE 
OBJECT invoked, as with all 
commands, by a key word (in 
this case brought up onto the 
screen by pressing X) takes Axil 
behind the desk to the left and 
tells of a table pitted with wood- 
worm which holds a book. PICK 
UP BOOK, enacted by pressing P 
and spelling out BOOK (all 
words foltowincj keywords must 
be spelled out rn full — no easy 
matter with words like 



GRIMOIRE knocking around) 
has Axil on screen picking up the 
book with one of many superb 
and life- f ike animations. Ales r 
the book is smeared with poison 
and your Stamina rating takes a 
quick tumble, f Incidentally, PICK 
UP object gives 'You can't lift the 
table'}! 

The choice of exits at the start 
is between east and west but in 
later screens there can be many 
exits* a little arrow indicating 
whether any lead up or down, eg 
NE f would indicate that the NE 
exit takes you up a level. 
Another symbol you will meet 
sooner or later is the flashing of 
a direction marker, which indic- 
ates that a nasty is approaching 
from that compass point. Apart 
from directions, the left hand 
window can also hold infor- 
mation on the level you happen 
to be in and the objects you are 
carrying (after picking up or put- 
ting down of an object). 

One point which I either didn't 
quite grasp, or which is a 
genuine faiNng, is the inability to 
speed up the game. Each frame 
begins with a description of the 
locality eg You are in the Sothic 
Complex on Level 2' which 
remains on the screen for nine 
seconds. This is a long time if 
you want to zip around. Perhaps 
I just missed the description of 
the key which speeds up this 
process in the manual. How- 
ever, if you know where you are 
going, you can by- pass readouts 
By using the multiple entry sys- 
tem whereby words separated 
by commas and entered as a 
string are acted upon at once. 
Separated commands can be 
interrupted by an attacking 
monster. 

Heavy on the M&gick is some- 
thing that has been promised to 
the computer games world for 
some time but until now has 
never quite materialised. It is an 
adventure, certainty, but is 
animated to the extent where it 
wit I appeal to a whole spectrum 
of games players. The incredibly 
lifelike movements of the main 
character, and the cuteness of 
the monsters, should find a very 
receptive audience just dying to 
get their hands on this one. 



COMMENTS 



Difficulty: very playable, not 
easy to complete 
Graphics: unusual blown up 
pictures featuring superb 
animation 
Presentation: smart 
fnput facility: keyword and 
sophisticated multiple entry 
system 

Response: fast 

General rating: an original, 

animated adventure 

Atmosphere 

Vocabulary 

Logic 

Addictive quality 
Overall 



I 



9 
9 
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THE TERRORS OF 
TRANTOSS 

Producer: Ariotasoft 

Authors: Ram Jam Corporation 




In thm house, where gold and a blanket may hm found— 
useful items an ffm qttmst to eliminate TrantoMS 



It's at times like these that I wish 
I'd marshalled my back issues of 
CRASH into soma semblance of 
order, perhaps with the help of 
those binders lost within the 
plethora of sweatshirts and 

Eeaked caps to be found in our 
eloved magazine. It has been 
stated by many a more acad- 
emic devotee than myself that 
the universe is becoming more 
chaotic, not due to man's strug- 

Sling with Sunday trading or the 
linness of bin liners, no, but to 
some innate Physical Law, an 
inescapable truth even outside 
university Physics departments. 
The best laws can only be dis- 
proven by travelling to the very 
edges of the universe and 
proven by simply opening one's 
eyes. This idea of the whole 
works spiralling into a state of 
devilish disorder is indeed a 
good one as the evidence does 
We right before me— on my desk 
to be precise. Someone once 
said (or was it scowled?) an un- 
tidy desk is a sign of an untidy 
mind and this is borne out by the 
unruly state of my desk when 
compared to that of my bank 
manager's. 

This lengthy introduction you 
might be surprised to discover is 
indeed an attempt to outdo that 
lengthy discourse which pre- 
ceded a rather favourable 
review of Ram Jam s last adv- 
enture, Valkyrie 17, reviewed 
way back in a month with not- 
ables such as Return to Eden, 
Twtn Kingdom Vaftey, Out of the 
Shadows r Tower of Despair, and 
fve of Bain. Such months are, 
alas, conspicuously rare these 
days. As you may gather from 
the intro to this piece, it took me 
quite some time to discover this 
all happened way back in 



December 84. 

Let s look at the bumph be- 
hind this one now because it 
seems to me we both need a rest 
from long discourses on dis- 
order in the universe. 

In the region of Haps ha I, south 
of the dark mountains of 
Mart ran, lies a small village on a 
road that leads to a far off city. 
Sinister things were happening 
during the hours of darkness, as 
each night when the villagers 
locked themselves into their 
homes a few of them would 
have disappeared by daybreak. 
Ancient legend told of en evil 
Xyradd called Trantoss, one of 
the undead who was banished 
(o the far off mountains with all 
his powers removed by the long 
dead Wizards of Vane. The 
legend told of a golden mace 
that gave Trantoss his powers. 
This the wirerds smashed and 
the pieces were scattered over 
the mountains. 

Now, the wise men of the village 
believe, Trantoss must still be 
alive and he must have collected 
together the pieces of the mace. 
His power is returning. All they 
can hope to do is to destroy the 
mace once again before all his 
powers return They need a 
brave man to venture along the 
lost paths into the mountains. 
None of the villagers are pre- 
pared to take the risks involved 
until, one night, two brothers 
awake to find the rest of their 
family has disappeared into the 
darkness. These two, La bo the 
woodcutter a large, slow man. 
and his brother Scarn, a nimble 
chap of dubious character, 
agree to go on the quest. You 
join the plot as they are equip- 
ping themselves in the village 
and your job is to guide these 



two disparate characters 

That's better, I feel quite 
refreshed and ready to get stuck 
into this review now. 

Loading up, you are presented 
with a most impressive and pro- 
fessional display composed of 
three main pans- On the left is a 
tall, thin picture of where you 
stand The pictures here are 
detailed and informative, given 
their very limited area. In the 
middle is a column symbolically 
depicting the two main charac- 
ters Lobo and Scam with the 
chap currently playing high- 
lighted in yellow, and the other 
either green when in the same 
location as the chap playing, or 
blue if he has found a place of his 
own. During play the two 
brothers can be parted and 
joined to suit the style of play in 
any one instant, 

The story is read from a scrol- 
ling cotumn on the right of the 
screen, which is where you input 
as well, and tells of your travels 
from a village street with tavern, 
store and house to the forbid- 
ding mountains beyond. Inside 
the store the storekeeper bids 
you to take all you need for your 
quest and you'd have to be 
pretty ungrateful not to take 
many of the things he offers — 
which can be achieved with the 
ever useful GET ALL command. 
Inside the house are a wool Fen 
blanket and a couple of gold 
corns but these are soon aug* 
men ted with the things from the 
cupboard which is seen to open 
in the picture — always a wel- 
come addition. It is in tne tavern 
where a real advance is made 
and you begin the adventure 
proper, but I'll leave you to 



discover how to proceed and 
how to deal with the dog found a 
little further along the way. 

Terrors of Trantoss is a very 
professiona I f y p roduced 

adventure with an attractive 
display and graphics. The char- 
acter set has been tastefully 
redesigned to fit neatly into its 
column on the right of the 
screen, looking much smarter 
and more compact than the 
usual sprawling Spectrum text- 
The game is very easy to get 
into, being eminently playable 
and making up for any perturb- 
ations caused by its lack of an 
effective EXAMINE command 
and the adventure's slow, plod- 
ding pace. The control of two 
very different characters show- 
ing widely divergent attributes 
adds that little something to 
game play as you swap from one 
to the other in order to tackle 
different problems. All in all, a 
very worthy release from the 
Flam Jam team L 



COMMENTS 



r 



Difficulty: easy to get into 

Graphics: good 

Presentation: appealing and a 

little different 

Input f ac il ity : ve r b./ n o u n 

Response: slow 

General rating: very interesting 

Atmosphere 8 

Vocabulary 7 

Logic 8 

Addictive Quality 8 

Overall 8 



THE ELEVENTH 
HOUR 

Producer: Venturesoft 
Price; £3,99 

Author; Terry Braverman 



The newspapers proclaim 

'Bomb scare at Harridges' and 
fear pervades the air as fleets of 
ambulances stand by. The 
janitor of Hamdges P driven mad 
by years of low pay and humili- 
ation over his lowly status, has 
finally gone stark raving 
bonkers. As a final, desperate 
act of hopelessness he has 
planted bombs in locations 
throughout the enormous 
department store, Toting a 
loaded shotgun he shuffles 
between floors reflecting on his 
predicament. The store will be 
reduced to rubble in the 
eleventh hour. 

You play the bomb disposal 
expert. Unarmed, you enter the 
store and must overcome the 
problems with the many lifts 
and defuse the bombs. All the 
while you have to keep an eye 
out for the demented janitor. 



The bombs are set to detonate at 

B redetermined intervals: you 
ave plenty of time to find them 
but calculating exactly how to 
defuse the devices will prove 
difficult and time-consuming. If 
you are caught on the same floor 
as an exploding device then say 
your prayers — if a bomb goes 
off on some other floor then all 
might appear fine r it's just that 
the structure of the whole build- 
ing deteriorates with each blast. 
Care must be taken not to cause 
a bomb to explode by accident 
as they are fiendishly concealed 
about the store by someone 
very familiar with the layout of 
each department. 

As if all this as not enough to 
contend with, there is a time 
limit of 660 minutes (in reality 
660 turns) in which the bombs 
have to be defused, and the 
game is Interrupted at regular 
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intervals by our frustrated and 
clever janitor posing the kind of 
questions which are some 
indication of his undoubtedly 
high 1(1 The realisation that the 
game gets more difficult is 
rather demoralising, should you 
find yourself struggling; after 
450 minutes the game decides 
to give you an even rougher ride 
the worse you are doing f 

Efeventh Hour has some very 
good pictures dispersed 
throughout the game,, giving the 
atmosphere something con- 
crete around which to coalesce. 



The redesigned character set is 
another plus and r/ieFateAadds 
sound even if many of The 
Patch's utterances are grafted 
onto the plot — train sounds 
where there are no trains, and 
the most musical dripping tap 
I've ever heard! The RAM SAVE 
is, as ever, useful and the 
EXAMINE command is used to 
good effect 

Eteirenth Hour can be pur- 
chased by mail order from 
Ventu resort at 23 Aragon Close, 
Kin^s Hedges, Cambridge CB4 



COMMENTS 



Difficulty: moderate 
Graphics; very good 
Presentation: nice 
fnput facility: verb/noun 
Response: fast Quiti response- 
General rating: good value 

Atmosphere 7 

Vocabulary 7 

Logic 7 

Addictive Quality 1 

Overall 7 
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EXTRICA TOR 



Producer: Precision Games 
Price: £Z9S 

Author: P & C Hoar, D Hayter, S Bora I 



You are an Earth agent working 
for a top security company on a 
government assignment to infil- 
trate the Star Fleet Command 
HQ on the planet Arg, Once 
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settled^ you are to extricate a 
Prof Roberts who is imprisoned 
in the detention area of the 
Complex, known as the Green 
Sector. Reaching the Green 



Sector is difficult enough, but it 
is also necessary to deactivate 
the shuttle bay security system 
by sabotaging the main com- 
puter. This being done, a time 
limit to set, its end marked by the 
completion of the repair or the 
security system by which time 
the professor should be through 
the shuttle bay and off the pla- 
net. When the time left is really 
low, a warning klaxon sounds 
out signalling a most worrying 
lack of moves left for your 



Before I forget, I should men- 
tion that this game has some- 
thing exotic on the flip side. 
fwntic is a specially written 
piece of music by Baz Hoar. It is 
unusual in that no actual instru- 
ments have been used in its 
recording as all of the sounds 
have been digitally sampled thr- 
ough a Spectrum micro and 
played back through the Spec- 
trum's own keyboard and then 
multi-tracked on a Porta-Studio, 
Hearing the music, it's impress- 
ive to note that no other externa l 
effects were used. 

Back to the adventure which is 
Quitted, illustrated and Patched. 
This last utility ensures RAM 
SAVE and sound effects, but the 
game in addition offers the op- 
portunity to alter the typeface, 
Although any change to the 
Spectnum capitals might have 
been thought an improvement I 
rather thought that the home 
grown typeface offered w&s. if 
anything, worse and less 
distinctive. 

You kick off this one on an 
alien plain with purple grass 
swaying in the breeze The only 
exit leads south but travelling 
south, the only way to go is beet 
the way you came, CJ early you 
Ve missed something and that 
something is literally staring 
you in the face. Clues in graphics 
are very much my idea of good 
and imaginative adventuring 
and this game has already made 
a good impression after only a 
few opening frames. Since I ve 
given this part away I feel res- 
trained to give no more at this 
point so take it from me that in 
the next instance of getting 
somewhere the game demon- 
strates anothe r welcom e feature 
with a persistence of an activity 
paying off handsomely {and no, 
I don't mean WAIT which would 
not count as such an interesting 
feature). 

ExtricBtor is a rather good 
adventure for £2 99. Amongst its 
many strong points I would 
count its sense of humour (for 
instance; the Sony Walkman 
bedecked skeleton), the clues 
hidden within text and graphics, 
and the pleasantly informative 
EXAMINE command as the 
most praiseworthy. The prob- 
lems are within the ken of even 
an average adventurer hut wat- 
ching them go down still pro- 
vides a considerable amount of 
pleasure, which is what adven- 
turing is all about. 

Difficulty: easy for quite some 
way 

Graphics: good enough 
Presentation ; nothing special 
Input facility: verb/noun 
Response: fast Quill response 
General rating: many 
praiseworthyfeatures 



Atmosphere 7 

Vocabulary 7 

Logic g 

Addictive Quality 8 

Overall 8 




potential agent's armoury from 
the Agent Train *ng School Your 
task is to be completed within 
six hours. 

Before you load the mem pro- 
gram (following the instruc- 
tions) you are asked for Pictures 
on or off?' Also, a very helpful 
note tells you to start your map 
at bottom left of your paper. 
Whatever else night be said of 
this adventure Ft certainly knows 
how to be polite and knows how 
to woo the weary adventurer. 



COMMENTS 



Drfficurty: difficult 
Graphics: average 
Presentation: good 
Input facility : v/n 
Response: sluggish 
General rating: good value 

Atmosphere 7 

Vocabulary 6 

Logic 6 

I Addictive Quality 7 

! Overall 7 




SPY TRILOGY 

Producer- Tartan Software 
Price: £2,50 
Author: TD Frost 



This set of three programs was 
devised using Tartan's very own 
Adventure ffystem, a program- 
ming aid which can be used by 
anyone conversant with BASIC 
who has no desire to purchase 
the more expensive utilities on 
ihie market {Tartan's system 
only costs £4.501. Machine code 
routines are used but these are 
generated from a code genera- 
tor program and no knowledge 
of machine code is required to 
make use of the system. The 
game. Spy Trilogy, might also 
be seen as an advert for the kind 
of things the utility can achieve 
Boch as split-screen scrolling 
and RAM SAVE. 

The three linked adventures 
must be completed in the cor- 
?ect sequence. At the end of 
each you ere given a code word 
which enables you to proceed to 
the neict adventure. Time is an 
important and limiting factor, so 
to make things a little easier to 



beq'm with the clock is switched 
off in the first two adventures, 
Further encouragement lies in 
the fact that a practice mode is 
offered on the first game which 
leads into a real game once the 
90% mark is reached. 

There's a bit at the start of this 
game — I'm not sure whether it 
is a joke or something which is 
explained later on. The program 
asks for your name, you dutifully 
type it in, and then the game 
immediately starts with your 
name, Bond (he of the leggy 
sports car helicopter movies). 
You have decided to appfcy for 
the secret service. To weed out 
those with enough sense to 
avoid risking their lives playing 
with poison darts and the like, 
you are exposed to a suitability 
test. This tests your intelligence, 
aptitude and application of logic 
to the very limit. You are placed 
in the simulated situation of 
having to collect five items of a 
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THE BEST BACK-UP INTERFACE 
100% success! 
£3595 SPEC-MATE «5.95 

Automatic one touch transfer to 
MIC RODRIVE* W AF AD RS VE e>BET A-OI$CA TAPE 

"TAPE DOUBLE SPEED 4 OPUS I so* balowl 

"THE TRANSFER PRQCEDUBE « StMPLfUT Y iTSELF"- CRASH MAGAZtNE 

1. MAKES INDEPENDENT BACK-UPS/TRANSFERS OF ANY 
PROGRAM. 

2. EXPANSION PORT INCLUDED (you can keep SPEC— MATE 
attached if you went, but don J t have to) 

3. NO ADDITIONAL SOFTWARE REQUIRED. FAST, DIRECT 
AUTO-TRANSFER 

4. "FREEZE" PROGRAM AT ANY POtNT (can be used to save 
game opt.) 

5. FiNfSHED IN SPECTRUM-STYLE BLACK CASE 

6. ADD POKES WITH EASE 

7. CONVERT ANY PROGRAM INTO A TWO MINUTE RELIABLE 
FAST LOADER. 

8. ANY PROGRAM CAN BE MADE CHALLENGE SPRINT 
COMPATfBLE. 

NB TRANSFER TO OPUS IS IN TWO SIMPLE STAGES (extra 
software required charged at £2. Please contact us for details) 
order to 

AT & Y COMPUTING LTD 35 VILLA ROAD, LONDON SW9 7NC 
Info rmalion : Tel : 0 1 -733 61 75 or sand * .a.a . 
Fully inc. price £35.95 (Opus £37.95) 
Ove 
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NEW SPECTRUM TAPE 



DRIVE TRANSFER UTILITIES 



mi r m pe Kit ilirty lor bac kup and drtw 
canvsniDn. 

* Sirnpfo ope ration lor fs9l loedera - accurate even if ovm 48k, (lonft and baud rate 
FIMHJnW] 

■ Integrated header reader, managus haarfttrteta blocks. 

■ Ooali wkh cllcfcy Loaders - converts COMPLETELY to noitnal for tape load [plus 
easy drive transfer with TP2]. 

plus Many other features - a unique product i 

COST only £6 M on x*pa Oft £7 99 &n m/driv* cart. 



TRANSFER PACK 2 - FOR TAPE TO DRIVE TRANS FEf 



Package ot programs INCLUDING TUB tfher utfiitref, allows drive trwisfw ef many 
pfo^jrnrni. 

* Oelafls given on transfer of 40 prog rams. 

* Manages virtua 11/ al I cltckv lasderft. Bylaa chop per /toll Iter, header f aa der, etc . 
Slate name ot drive sysiem (ao m/drlve, OpuadHKL BtCl 

ONLY £ 1 1.99 on tap* OR £12 99 on nVcbive cart. IN FORMATION SHEETS El each jup 
to No. 11 aval latlle) includes many tap 20 hrts-SAE far IcM, 



M1CROTHANS - Mv drive utility 



Two programs - a must for all m/drive owners. Fast and EASY DftrvE tfl DRIVE 
back-up, TAPE TO DRIVE (inc headerlasa] - doe* NOT CONVERT PROGRAMS 
Multiple erase program fine true cat printer output aic, ate 
ONLY £4 99 on tape, £5.99 w> earlrttp* 

OVERSEAS; add £T Europe. €3 others tor each. UPDATE SERVICE - SAE for details 
PROGRAMS CARRY OGh MONEY HACK GUARANTEE | net icdittil 

LERM, DEPT CR r 10 BRUNSWICK GDNS, CORBY, MQRTH ANT S NN 18 9ER 
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Simon Wiftiamson 
Hffiref writes : 



"Please help me! fm stuck on 
SUBSUNK by Firebird, 

1 ) How do you enter the cold 
room and get the food, without 

potatoes r 

2 ) Where do you find the 
bottle containing aspirin? 

3) How do you open the 
medicine cabinet? 

4) Can you open the packing 
r found in the locker room?" 



To pro tect yourself from the 
mouldy potatoes you need to 
wear the Old Spies After- 
Share found in the can*. To 

Km the case GJSF H I/O 8U 
TF. The aspirins mm, as 
you would guess, in f fie 
m&dicme chest which is 
opened using the QBQFS 
DMJQ found on the 
DBQUBJQTEFTL. QJDL 



Chns Tanner and Wiftiam 
Bufman mm hairing difficulty 
in Level 9'£ eaceMent RED 
MOON and write. 

There are three problems 
whsgh prevent us getting any 
further^, these being the chasm, 
the room with blinding lights 
end ail rooms with water 
involved. 

We think that the acorn end 
the scroll will get us across the 
chasm and that the gas mask 
and tubing have some relevance 
to the Hooded rooms. Another 
problem h how to save KeW the 
Human from dying of thirst/' 

TO prevent Keltf dying of 
thirst simply GJMM B 
CPUVMFXJUIXBUFS and 
take it to him* To peas the 
chasm, drop the acorn beside 
it. To mm) underwater you 
wiil mod a GMBTL am well mm 
the nam mask and the tubing. 
As for any troublesome 



Several adventurers have 
requested help &n 
MMDSHADOW, being unehie 
to progress any further after 
getting aboard the ship. 

Andrew Rtfey in Esaex 
provides the following help: 
Once aboard the ship T go At 
IK S into the cabin and kill 
the man, go into the kitchens 
and take the meet clever. 
Next go to the lifeboat and 
take the canvas out. find the 
anchor and cut the chain. Go 
tto the pi&nk and walk across 
ft into tha Royal Navy Vassal. 
You have now t 
1. 



TTiis month m couple more 
adventurers are stuck on 
KENTILLA. Robert Holt from 



Christer Andersen from 
Denmark is havi 
with i 
asks: 



'How can I get rid of the person 
preventing me from getting the 
money needed to bribe the 
guard later? 

What use is Beren the King? 

What use is the bible?" 



Richard L eadb&tter of Wit ham, 
Essex asks: 

"How do I buy the clew hammer 
end screwdriver on EMERALD 
ISLE? I have found the treasure 
by the pa bn tree end lit the 
lamp What do I need to pay? " 

Go to the DBS QBSL and get 
the XBMMFU. Take this to 
th e QPMJDF TUBUJPO and 
you will receive a reward 
which can be used to buy dm 
items. 



'1 was playing KENTILLA and 
using the f tps that I could find in 
badt issues of CRASH. But I still 
cannot find the Iron Rod, Gold 
Key or the Troll r & den. 

Please could you help me find 
the above and could you also 
tell me how to use the yellow 
scroll, how to get the green 
scroll from Zeki a's lair without 
dieing and also how to fix the 
wooden boat when you try to 
get to the black tower as I 
always drown in the sea.due to 
the boat sinking. 

In a back issue you say that 
there is a conch shell on the 
beach . If this is so then I cannot 
locate it # so could you tell me 
how to get it." 

To prevent Zaida from 
roasting you, you must 
rescue Tonandra and take 



The money is guarded bye 
Barrowigftt. You must L JM 
CB5SPXJHIU XJU1 CJCMF 
and then take the money. 
You wilt find Beren useful 
later on in the game, I would 
Hka to thank J. Pennington of 
St. Helens for providing help 




hiirtoZatda: you < 

KtAe scroll- The wooden 
t cannot be fixed, hut tha 
silver cfraf/ce can he used to 
bailout the water. Ta find the 



On the same game, D 
Angeione in Belfast asks 

'How do I obtain the key that 
opens the chest in Tyl q n r s 
cmlte The Oracle sayt Grako 
can't be beaten without 
Velnor s staff where is rt? 

How do I obtain graphite to 
cast the Fire Protection Spell? 

What use is the talisman in 
the adventure? 

How do I get past the ward of 
disintegration?*' 

The key to tha chest can be 
found in Ty ton's bedroom by 
examining the bedpost, 
Vetnor's mta ff can be found in 
tha chest and this staff is 
used to pass the ward. To 
obtain graphite for the spelt 
SFNPVff EJBNPOE GSPN 
UBMJTNBO XJUI TXPSE and 
than heat them in the 
furnace. 

Darren Hogg of Leads is 
having trouble with Firebird's 
THE HELM 4 



'Is it wssMe to enter the smell 
store hut south of 
Cocklehampton? 
Please, please, tell me how to 



It is possible to open the hut. 
First you need the rope and 
the hook, then UJF&PQF, go 
to the wetland HP GJTtJOH. 
You now have the key- By 
digging at tha appropriate 
sign you should be able to 
find a board to enable you to 
cross tha gorge. 

C Moore from Middlesbrough 
is Stuck mrly on In THE HULK 
being unable to get any 
further than the high gra vhly 



Keep rwwurwfwng to inn i 
place, in fact there art 
several domes which look 
the same from the outside. 
Entering these is the key to 
progress. 



fE NCRYPTlQN CORNER 
Ib's eas^to speak BrcaiskHj 



English ; zpsc?£F&hijkl 



EH6LI&H : WKOPQRSTUVWXk' 



C Davtes from Hambleton, Near Blackpool is this month's first 
SUPERHERO, completing Sih/ersoft s ROSIN OF SHERLOCK an the 
morning of ApriJ the first The final message was: ** We// done?' 
Shrteked Lestrade after he had restored Hum to his rightful position, 
The case was over, though it was true that Mo warty later escaped 
and left the forest " 

Marian arrived and she and the rest of Robin's Merry Men went 
down to the tavern to Indulge 

Our second SUPERHERO of the month is Stacey Beaumont of 
Enfield who completed THE MURAL from the FOURMOST AD 
VENTURES tape on the 21th of March and received the following 
message: "Well done! You have successfully completed the task set 
you, and so have won a week's hofiday for two m the Bahamas Aft 
you have to do is pay travelling expenses and hotel fees. Also 
spending money may he useful You have the everlasting thanks of 
Hatty Tightmouse Board of Censors. May Wogan go with you. Roger 
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* Can you control Uib awesome powers of iwd 
Mintl Stqier Hero« it the umt time, and (HCw 
AlKH Masters from the jnp q\ (he evil Dr. 3500m* 
h UUs the third o{ tht highly acclaimed Quefttpmbe 
tenes, wmt4n by Scott Adams, the undfcsputBd rniltffrol 
Hie art of adventure writing you rujv* to control both 
Tns Himg *nd The Human Torch fcn their mission, jtt by 
meCfinf Emnuner. to its™ Allcli Masters from 
Lhi evil terror oJ Dr. Doom 
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UNRAVELLING 
THE TANGLED WEB 

Dear Derek, 

I thought I'd give you a few 
more helpful routines along the 
fines of D Foster* ± (Issue 27). 
This routine prints a vocabulary 
list for Adventure International's 
excellent SPIDERMAN. Unfort- 
unately, some of the words will 
be joined together, but it isn't 
too difficult to decipher: (Re- 
member — CLEAR 24500 before 
you start ) 

First LOAD the main block of 
code {after the logo' file) then 

lOFOftN = 3*891 TO3S200 : 
LET Q - PEEK N : IF G 64 AND 
QOI THEN PRINT CHR* Q ; ; 
GOTO 12 11 PRINT 12 NEXT N 

Use this routine to achieve the 
same thing in SMUGGLER'S 
COVE (a (right, I know it's ■ hit 
old, but it s not bad really} 
LOAD the main code and type: 

10 FOR N - 40235 TO 41438 : 
LET Q - PEEK K : IF Q > 64 AND 
Q < 90 OR Q - 32 THEN PBINT 
CHR$ Q 12 N EXT N 

On SPIDER MAN I cannot get 
any further than printing the 
newspaper and storing its gem. 
On SMUGGLERS COVE I cannot 
do anything to mafcethe donkey 
chase the bag of carrots after 
harnessing him to the lift. 

Joel Morris, Chelmsford 

At SMUGGLERS COVE wif+r 
Che lift and then throw the 
carrots. 

DB 

DEALING WITH 

DUNGEON 

DENIZENS 

Dear Derek. 

After reading your review of 
PSS's SWORDS & SORCERY I 
rushed out and bought a copy. I 
agree with your review apart 
from the tact that you thought 
the mput system was awkward. 

found it awkward at first but I 
have soon got used to rt. 

Anyway, here are a few tips 
for this excellent game: 
1| When training a character 
don't bother wrth Villa or Hub- 
ris, So far I have not been able to 
pick a Jock and I have only 
sensed a pit once 
2) When arming your charact- 
er it is best to choose these 
weapons: a sword, a shield, and 
some armour Always choose 
the armour East as it uses up all 

rr dragons teeth. 
The only monsters worth 
talking to are the Armoured 
Warriors These can usually be 
made to surrender by doing a bit 
of boasting until the monster 
starts to grovel. Then try 'sur- 
render on them. If this doesn't 
work try threatening them. 
Don't use insults as monsters 
don't like being called a srft- 
rnfested dung heap etc. 
4] In the room, that Is the 
eastern end of the north side 
passage, there is a cup. If you try 
to leave the room with the cup 
then you will be attacked by a 
cat warrior. If you kill the war- 



rior then another one will ap- 
pear This will go on for quite 
soma time but it is a good 
chance to boost your magic or 
fighting skills. 

5] In the Coal Shed there is a 
staff. K this staff is used it will 
deplete your magical strength. 
However, i you hold the staff 
then your strength is boosted 
making two more spells 
accessible. 

6 J Finally, here are a few gen- 
eral tips. The password (wher 

ever that comes in) is coal I 
think! 

If a rain is dropped in the 
Banquet Hall then the word 
'Ring" appears Something hap- 
pens but I don't know what yet 
Tlie crowns that are found in 
Quadrant One don't seem to do 
anything though I could be 
wrong 1 1 have found no use for 
the amulets or pendants but be 
careful when dropping them as 
they tend to cause any object 
that is dropped on top to 
disappear. 

Don't use your gold for bribes. 
It is best to store ft in an empty 
room as it may come in handy in 
the village. 

If the contents of a bottle 
taste of peppermint then save 
them until you are fighting a 
monster much stronger than 
yourself. Then if you drink, your 
maximum number of hits will be 
decreased by about ten. Thb 
doesn't always work because 
some bottles contain pepper- 
mint flavoured poison! 

Allan Price. Leeds 

WHO'S MERP? 

Dear Derek, 

I have purchased a copy of 
SWORDS & SOttCERY, having 
copies of DAD, AD&D MERP 
and RUNEQUEST already. I 
have to say that rt is a very good 

Kne made infinitely better by 
add-on modules that will be 
available. There are a few hugs 
(taste the bottle In the dining 
room and the game crashes; 
when you die in the 3rd quad- 
rant press the movement key to 
appear on the other side of the 
moving walls). I think the talk- 
ing sequence could be better 
having only been able to talk to 
two room creatures- I think 
there would be an opening for a 
two player game having only six 
game keys to use and spirt 
screen All in all, it is in the spirit 
of role-playing games, though 
something to nave checked 
magic items would have been 
helpful. 

Now for some tip*. Smashing 
open chests increases strength 
while 'pick' and 'open' increase 
thievish ability. There is a magic 
staff that increases spell points 
and ability on the second room 
up on the right hand side, You 
must be mainly a magic user to 
use rt so don't use it otherwise, 



It drains spell power to kill 
creatures outright and event- 
ually kills you. 

Here are some attack and de- 
fence results: 

DODGE stops LUNGE, THRUST 
STAND not a good defence 
PARRY stops HACK 
SHIELD sometimes stops HACK, 
LUNGE, THRUST 
ATTACK any damage inflicted 
on you also taken by the attacker 
HACK can slay outright a RE- 
TREATING foe 

PUNCH Okay until very good at 
unarmed combat, when MAIM 
begins to appear. Other attacks 
and defences are KICK. BITE, 
SLOCK, GRAPPLE 
VILLAINY rf you attack a mon- 
ster first, your villainy and to 
their hostility increases. 

A good way to build up strength 
is to go to a guard room and 
keep going in and out to get lots 
of skeletons. For every three 
monsters you kill you can get 
one point on magic or combat 
skill depending on which menu 
you used last. This way. untri 
your food runs out (a bug in the 
Starting routine I think), you can 
batter them. 

Drew Dubber, Lfncoln 

Therm should be m few mora 
SWORDS & SORCERY tips tn 
Hannah Smith's Playing tips 
this month, space permitt- 
ing. I understand she's been 
talking to the game 's author. 

DS 
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STEALING 
TREASURE, 
SWINGING AXES 
AND GENERALLY 
HAVING A GOOD 
TIME 

Dear Sir 

After reading April's CRASH I 
decided to wrrttj to you, I've 
been playing RPGs for some 
time now and 1 wonder IF Dun- 
can Hayes has ever escaped 
from a dungeon. I think not it his 
tetter is anything to go by. 

Any RTO character would 
look around and maybe listen 
for dues before charging at a 
tower, even the most stupid 
ones. Anyway, he would journ- 
ey with other people end they 
would stop him charging at the 
tower. 

The whole idea of RPGs is 
playing with other people. This 
is where computer games fall 
short. To get nearer to RPGs 
games would have to have in 
extremely intelligent input sys- 
tem lo cope with almost any 
command the player types in. 
The player should be able to 
explore most of the game by 
solving the occasional easy 
problem There should also bee 
tew hard problems essential to 
completing the game The des- 
criptions should be long and 
detailed with occasional high 



quality graphics. 

The most important thing is 
intelligent computer-controlled 
characters that the player can 
have conversations with, but I 
suppose games like this are a 
long way off. 

Another way is multi-user 
dungeons, but for MUDs you 
need a modem and they are 
expensive Just imagine an 
adventure game with 99 other 
people. Stealing their treasure, 
talking to them and hitting 
them with axe* , . • 

Holding conversations can be 
brilliant as you can say anything 
you want, not just what a pro- 
grammer wants you to say. 

A John. Cleveland 

HOW TO DESTROY 
KQRDQMIFt 

Dear Derek* 

After reading E Long'* letter last 
month I decided to send in the 
rest of the solution to Firebird's 
RUNESTONE. After gaining the 
spells from Ghrona, ask Quastor 
for help and he will tell you that 
there is a lake in the deserted 
land which will restore your 
strength when you drink the 
water. Go to the lake and res- 
tore everyone's strength. Now 
go to KriMoth's Tower and res- 
cue everyone lit is more than 
likely Greyraaret wilt have been 
caught and you need him to 
complete the game). Then go to 
the lake and restore everyone's 
strength again. Change to Grey- 
mar el and take everybody to 
Gruk's Tower. Defeat him and 
take the ring; wear the ring- Go 
to the Sarornunder's hut and 
cast Shazaroth on him lyou 
need the Book of Zarimir for the 
spell to work). Take the Rune- 
stone and leave the hut From 
Sarornunder's hut go W, W, W, 
W, W ( S, S. W r W. H, fi, W, W, N. 

E, N, N, W, W, W, N, N r E p E. E, 
N, E, N. W, W, S, W, W f W. 

You should now be a ble to see 
Kordomir's Fortress. Make sure 
you are Greymarel and you are 
wearing the ring, and you have 
the Runestono. Go into the 
fortress and Kordomir will be 
destroyed. 

A Redman, Bristol 




S AS ASSAULT 

Dear Derek, 

I have recently read the letters 

[Mark Whatfing, Aled ab for 
werth) regarding the FOURTH 
PROTOCOL I have compiled the 
solution to part three: the SAS 
Assault, I hope you find it useful. 

1) The warehouse to go lo is 
TIPTREE 

2) Select Browning automatic 
pistols and grenades for all of 
the men except Valentine. For 
him choose the Wingmaatar 
door -opening pumpgun, 

3) Start all six men in room £ 

4) (BILBOW) BOMB NORTH 
(PULL PIN, THROW GRENADE, 

N) 

5} Move a 1 1 men north 

6 (VALENTINE I SHOOT DOOR 

7) (GRANT) BOMB SOUTH. 

SOUTH. BOMB WEST 

8> (BILBOW) SOUTH WEST. 

BOMB SOUTH 

9) (CROMWELL) SOUTH. 
WEST. BOMB WEST. WEST. 
BOMB SOUTH 

10) (STUART) SOUTH WEST. 
WEST. BOMB NORTH. NORTH. 
BOMB EAST 

1t> (HUMBAR) SOUTH. WEST. 
WEST, NORTH EAST. BOMB 
NORTH, NORTH. BOMB WEST 
12) (VALENTINE) NORTH, 
EXAMINE CABINET. USE KEY, 
12051987 

131 PRESS KEY RYG 
14) CUT WIRE. R 
AND WAIT FOR THE CLOCK TO 
STOP. 

Colin Davidson, Wimbledon. 

OUT OF THE 
SHADOWS 

Dear Derek. 

With the release of the adven- 
ture compilation FOURM05T 
ADVENTURES, it is very likely 
that Mizar's OUT OF THE SHA- 
DOWS will finally receive the 
acclaim it deserves from other 
magazines and a wider group of 
players. So, to help all the new 
players build up a powerful 
character quickly I have sent in 
my method and tips in addition 
to those sent in by GOB Haven 
hand in Issue 16 (May 65). 

The best dungeon set up ( 
have found so far is JOHN and it 
is around this dungeon I will 
develop the tips. For the begin- 
ner I suggest that the default 
character is used to get the feel 
of the game, After a while you 
may feel that you are ready to 
work on your own character If 
you choose my method, then at 
the start go west off the screen 
and open the box you find there. 
Take thetinderbox out and head 
bach east onto the starting 
screen. From here go north two 
screens and west one, and you 
shou Id be on the screen with the 
shop. Buy a torch and head back 
to home. 

On the home screen there is a 
stairway leading down u. the 



N&9 



first level Go down this stair- 
way after lighting the torch The 
room is occupied by imps who 
don't attack unless you do, In 
this room there is a chest con- 
taining 16 silver coins. The chest 
may need to be attacked a few 
times before it opens, 

After getting the coins, return 
to home, put out the light (not at 
iright) P stand on the healing 
cross and quit the game You 
will then he faced with a menu 
from which you should select 3 
(new dungeon). Next there will 
be a menu asking about quests 
which you should ignore (just 

Kie one of the number*! and 
ally a Screen asking you the 
title of the dungeon (JOHN). 
When you go bad to the game 
you will have the seme items in 
your possession. Go to the 
stairway ami into the room be- 
low. Get the money from the 
chest and go back north. From 
there on it is a case of following 
this routine until you can afford 
a mace, a shield, a helmet and 
some more torches. When you 
have these objects then from 
the room with the coins in, go 
south to a room containing 
about six skeletons. Unlike the 
imps, you must kill these, so 
first clear the room full of imps 
and go south. 

When in combat with the ske- 
letons kill as many as possible, 
but if the life bar goes white 
then go back home to heal. 
When this room is totally clear 
of nasties open the box which is 
in the SW corner of the screen. 
This one has a helmet in it; then 
go north to the shop and sell it. If 
you keep doing this then the 
profits Should rise quite quickly. 
When you have got a bit more 
armour then leave the room 
with the skeletons and go east 
to a room with zombies in rt 
The box * at the top of the 
screen and has a dub in it. From 
this screen go north to another 
room with zombies, kill them 
and there is a chest with 15 
silver coins in it. Also in this 
room there is a stairway, Go up 
this and west one screen to get 
home, or north twice to reach 
the shop. Sell the clubs and 
helmets for more cash and 
before too long you should have 
lots of money. 

Get a sword for quicker kills, a 
lantern for more light for longer 

Griods, 3 oils {for now), some 
id (should need some soon) 
and a full suit of armour. The 
armour holds you invulnerable 
to attack but can disappear 
without trace. 

Another problem with the 
armour is that it is very heavy 
and it puts you out of breath 
quickly. When you fancy having 
a go at a quest, buy some 
markers and plot paths directly 
north with markers every taw 
steps of the way home until you 
reach the house again. Now do 
the same going west. This pre- 
vents you getting lost when you 
come out of the dungeons after 
finding the quest. To build up 
your experience quickly go 
down as many stairs as possible 
to find dragons and balrogs, To 
a character wrth little experi- 
ence these are worth a fortune 
in experience points. 

John Maynard, Warwick 
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Just offer fh* Holatousf you wouldn't think anything oi s*= tould go wrong now would you? There you were sirring peacefully in 
your cedar, frying to have th* nervous breakdown you've earned and ihe next thing you know you're letting oul ihrough the 

Porta 1 1 to itop the Evil One rendinq aiunder the fabric of Creation* Some day* nothing goes right . , 
An amaxlng, alE-actlan, animated adventure aeron ihe age$ of Man to save civilisation, Toull be able la slart playing it in minuies 

but you mightn't finish il for yeorsl 
WARNING: This game could damage your social life. TIM.ETE AJC is on addictive habit. 

COMMODORE 64, SPECTRUM or AMSTRAD: £9.95, 
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Tastchance 

to WIN AJ28! 



Six CRASH Sweatshirts e 
and Hats up for grabs too! 





Well, thank heavens for that- 
Jacques the loonie French 
Competition Minion has finally 
gone hocne, leaving little more 
than a reek of garlic in the 
broom cupboard and memories 
of several happy hours chatting 
about the venue for my holiday 
this year 

Thte particular Minion is 
going to have great fun 
annoying Monsieur Le Minion in 
a couple of month's time when 
he gets to go to France on his 
holidaypoos. I've already 
booked in to Jacques' wine 
cellar In the offices of a French 
computer magazine and I can't 
wait to see how competitions 
are done across the channel 1 

Since he went home, Jacques 
has sent me a very polite Thank 
You letter, enclosing a sketch of 
the wine cellar to which he 
retires when people start 
chasing him to do some work. 

Looks great to me. No nasty 
broomsticks to dig into your 
back as you snooze, no bleach 
and cleaning materials to pong 
the- place out . . . and all those 
lovely bottles of vino within 
comfortable reach, just in case 
you get thirsty while on the 
skive. 

Tresbon r mon ami, J'srriverai 
. . . wdl, ¥ II be along soon, 
anyway. Meanwhile, oh 
putative (LMLWD) 128 Winners, 
1 1 wonder if there's go ing to be a 
LMLFWD out In time for my 
hols. Hr'd be dead good to be 
able to impress the French ipoo 



magazine people with my 
knowledge of super long words 
in their own la n g uage Must as* 
Lloyd ) , meanwh ite, on with the 
competition, 

Unde Oli has doctored a copy 
of Jacques' sketch of his wine 
cellar, so there are now two 
versions reproduced on t h is 
page, cunning marked UN and 
DEUX (take every chance to 
practice my French, you see, 
every chance). Picture numano 
deux is the one with a few 
changes and there's an entry 
form right by it too 

To enter you'll have to ring all 
the differences you spot on pic- 
ture deux, complete the entry 
form with your name, address, 
post code and shirt size and 
whto It off to THfFD t28 CQMP, 
CRASH TOWERS, C/c? The Broo- 
mcvpboarri, PO BOX 10, LUD- 
LOW, SHROPSHIRE, SY3 1 DB to 
arrive by 26th June. This is really 
your very last chance to win a 
shiny new 128K Spectrum cour- 
tesy of Newsfieki, publishers of 
CRASH. Don't forget to clip out 
the entry coupon from 61 of the 
May issue of CRASH and staple, 
seflotape or glue it firmly to your 
entry form on the little square 
provided. This strictly a coupon- 
clippers only competition, I'm 
afraid, so any entries without an 
original coupon from last Issue 
will be disallowed, even if they 
are correct in every other 
respect- 



Bonne Chance, autrefois I 




NAME 



ADDRESS 



POSTCODE 



SHIRT SIZE 
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THE GAMES GATHERINGS 

There have always been collector's editions of books, records, tapes, and nowadays even of 
videos. The computer game industry has featured compilations from the very earliest days, 
but there have been a few recent developments in the compilation market, as GRAEME KIDD 



One wary of picking up cheap 
copies of original games is to 
pop along to computer shows, 
such as the ZX Microfairs, which 
are invariably attended by com- 
panies offering all sorts of old 
and not-so-oid games at dis- 
count prices. The Great Space 
/face, for instance, is no joke at 
£1 5-odd, but for a couple of 



pounds is makes a reasonable 
bargain, if only for the large box 
which is very handy for keeping 
bits of string, conkers and other 
oddments tn. 

Budget labels are on the incr- 
ease — and another source of 
cheap games is becoming more 
widely available. Sometimes a 
firm like Masterlronic will give 
an "old' game a new lease of life 
by re-releasing it at a knock- 
down price, but more often than 
not one of the cheapest ways to 
buy games or fill that sap in your 
software collect ion is to snap up 
a compilation tape. Compil- 
ations offer value for money, too 
— the price per game for titles 
on compilations ranges from 
around 33p a game in the case of 
Argus Press Softwares 30 
Games to the more usual EZ50 
per-game level. 




CHARITABLE 
INTENT 

Compilations of games put 
together with charitable intent, 
with software houses donating 
games and companies involved 
in duplicating, printing, distri- 
bution and sates giving their 
services or working at cost, h ave 
already raised considerable 
sums for worthy causes. Soft- 
aid, put together specially for 
the Ethiopian Famine appeal 
raised an awful lot of money for 
famine victims jast year, becom- 
ing the biggest chart success in 
the history of computer gaming. 
This y«ar. Hie Industry (with a 
capital U has collected together 
ten games under the On The 
Woo* title, which sells for E6.99 
with all profits going to the 
Prince's Trust to alleviate the 
suffering caused by the illegal 
use of drugs. War on Want the 
charity set up to combat world 
poverty, has also just released a 



ALL HUC 




Many programmers began their 
careers with compilations of 
fftefr own games, but nowadays 
collections of games tend to be 
put together by buying the 
rights to existing software. The 
tape magazines, which seem to 
have faded away, were perhaps 
the last widely available 
medium for 'minor 1 games. 

Halesowen based program- 
mer Stewart Green, has leapt 
into the world of software pub- 
lishing with a compilation of six 
of his own games sold for £4.50 
as the Astmcade Coftection. 



IS THE 

FORCE WITH YOU? 




fourteen game compilation tape 
available by mail order (see the 
advertisement that should 
appear in this issue). Spending a 
little money having fun and 
contributing to charity at the 
same time is no bad thing . . 

On the purely commercial 
front, some companies have 
decided to offer collections of 
their own games for sale, 
Hewsons, for instance put 
together a value pack last 



Christmas which was a compil- 
ation in all but name — a shrink 
wrapped set of originai games in 
original packing. Such "collected 
works' are really limited offers 
rather than compilations proper 
Mikro-Gen is planning to col- 
lect the Wafly games together 
one day soon, perhaps putting 
them out back-to-back or includ- 
ing them with budget titles . 
the ranks of Watty fans will no 
doubt be swelling soon. 



OWN WORK 



Taken separately, the individual 
titles range don't have a great 
deaf to offer, but as a collection 
(he whole is greater than the 
sum of the parts. 

Simeon is a competent imple- 
mentation of the classic Follow 
the sequence of fights and notes 
game which has nothing much 
to offer in the way of originality 
but should prove mildly enter- 
taining nevertheless, 

Bomber sets you in the a if 
against flying nasties that stroll 
across the background and 
wnjch have to be eliminated. 
Collisions with the background 
or the enemy proves fatal to you 
and your craft — and while a sel- 
ection of backgrounds can be 
called onto the screen, the 
gameplay remains basic and 
simple, 

Luna Rover is perhaps the 
most addictive of the six games, 
As the title suggests, the player 
controls a vehicle scampering 
from left to right across a rather 
awkward landscape. To survive, 
careful timing of jumps is 
needed as well as some nifty 
work with the rover's accelera- 
tor and brake pedals 

Alien is a tried and tested ver- 
sion of a 'shoot the nasties as 



they move down at you from the 
top of the screen' game, which 
tests reactions and hand-eye co- 
ordination, As a stand alone 
budget title, this game would be 
a bit of a rip off, given the 
standards achieved on bud pet 
labels nowadays, but at 75 p it's 
value for money rating, at least 
increases to a respectable level, 
In Zombie the aim of the game 
is to scamper round the on- 
screen playing area gathering 
up goodies and avoiding the 
baddies. Leave one edge of the 
screen and your little man 
spraings back into play from the 
other side — which can lead to 
some hairy moments. Quite a 
compulsive little reaction game, 
all in. 

The sixth game in the collec- 
tion is a single key entry adven- 
ture in which the player has to 
search a network of caverns 
looking for treasure. No tedious 
typing in of text in this fast 
moving adventure game! 

Overall, the Astrocade col- 
lection should keep any games 
player quiet for at feast an after- 
noon r although the games are 
ultimately very simple and un- 
likely to have a massive impact 
on the add ictMty front 



Zooming mktng in Mf LUNAR ROVER, I 
op offr»r in tho ASTROCADE cttHaction 




House supplies 
Mugsy as a freebie with their 
new release, Mugsy's Revenge, 
thus enhancing the monetary 
value of their product quite a bit. 
The same company has also 
entered into a co-operative vent- 
u re with Firebird, Act i visio n, and 
Beyond This quartet of comp- 
anies call themselves The Force 
for the purpose of compiling 
ime albums, and so far The 
has issued Hotshots r 
which contains one hit game 
from each team member. Plans 
are apparently afoot to take the 
Christmas market by storm, with 
a collection of games the like of 
which no Spectrum Game 
Player has seen before. Mind- 
shadow* Fighting Warrior t 
Gyron and Shadowfire plus 
Tuner for £9,99 on the first Hot- 
shots tapes must represent 
good value for anyone who has 
only got a couple of those 
games already. 

Th biggest bumper bag of 
goodies is currently on offer 
from Argus in the form of 30 
Games, which as its title sug- 
gests, leads the field in terms of 
volume- Argus has access to a 
massive back catalogue of titles 
— software house buy-outs and 
licensing deals as well as in- 
house labels, including tape 
magazines, puts the Argus Prase 
Software Group in a very good 
position to go for The Biggest 
Compifation record. As is so 
often happens in Iffe, however, 
quantity is at the expense of 

Duality j n the case of 30 Games. 
, few moments spent on mental 
arithmetic produces an average 

Sftce of 33p a game — so per- 
aps one shouldn't really expect 
too much of the original titles. 
There are a few neat games 
hidden in the jungle, and half the 
fun of buying 30 Games for 
£9.95 probably lies in loading 
them all, one after another, and 
working out which ones to load 
again! 

CHRISSY 
COMPILATION 

Although They Sold A Million is 
a rather ambitious claim to make 
in the title of a compilation — 
unless is contains an awful lot of 
very good games, They Sold A 
Metaphorical Million doesn't 
have quite the same ring, as 
Ocean/US Gold and The Hit 
Squad no doubt realised when 
they launched their first TSAM 
collection in time for Christmas 
at £9.95, Beach Head /, Jet Set 
Willy r Daley Thompson's 
Decathlon and Sabrewutf got 
the title off the ground, and 
more recently TSAM 11 appear- 
ed, giving a new lease of life to 
Bruce Lee t Match point, Knight 
Lore, and the classic Match Day. 
Virgin is yet another company 



well into compilations — WQWl 
Games One and Two have 
appeared so far, at the slightly 
lower price point of £8.95, with 
the first collection featuring half 
a dozen games (average unit 
price £1.49} and WQWl ft 
slimmed down a little to the five 
games level (£1.79 a game to 
save you working it out), 
Respectable games all although 
WOW If probably presents 
slightly better value in that the 
quality of the games is a little 
better as compared with its pre- 
decessor (That old argument 
about the Two Q"s craps up 
again I) 

Ian Stewart r the Main Man at 
Gremlin Graphics hit upon the 
wizard wheeze of going for 
games to put on a compilation 
on the basis of reviews — 
CRASH Reviews, naturally for 
Spectrum software — and the 
first CRASH Smash collection 
has already been let out of the 
Gremlin stable to zoom up the 
charts. Yet another £B,95 col- 
lection r this one features Dun 
Darach f Alien 8 f Night Gunner 
and Spy Hunter. A neat selection 
of top rate games that is spread 
across a range of game playing 
interests. Mr S from Gremlin has 
plans for a J top notch' compila- 
tion in time for Christmas — this 
time featuring at least one 
Gremlin Graphics game. 

THE MARKETING 
APPROACH 

Marketing companies have seen 
the possibilities of entering the 
software world without the pain 
and aggravation of actually 
writing games. Beau Jolly has 
assembled several compilations 
for the Spectrum so far: a £5.99 
Value Pack featuring old 
Imagine (of Wacky Waiters fam*\ 
product; the £9.95 Mega Hits 
collection; 6 Computer Games 
for £6.95 and 70 Computer 
Games for £9.96. With the poss- 
ible exception of the value pack, 
some quite respectable titles 
can be had from Beau-Jolty at a 
very fair price, although their 
£19.96 mega -compilation didn't 
do a storm oy a II aocou nts . More 
compilations are on the way 
from the Beau-Jolly team — 
who learnt their trade in the 
record industry. Remember 
K-Tel? 

So far there have been few 
"theme" compilations, concen- 
trating on the works of one pro- 
grammer or on one kind of 
game. Global r s Fourmost 
Adventures reviewed by Derek a 
little while ago sprang quickly to 
mind, but resident strategist 
Sean Masterson was at a loss to 
name a Strategy compilation . . . 
perhaps there s still a niche or 
two left unexploited.in the com- 
pilation market after all) 

The last word in compilations 
must surely go to Rrebird who 
had a bit of fun with a small 
collection of slightly dire games 
that had been submitted for 
consideration to the Silver 
Range Don't Buy This, para- 
doxically, was sold. But with a 
strong disclaimer and a very 
tongue-in-cheek in (ay blurb .. . 



CRASH June 19S6 99 




Tapper Space Bar X 
Trastiman 12,999 
Airwotf Completed 
Knight Lore Completed 
Jet Set Willv Completed 
Jet Set Willv H 37 rooms found 
Chequered Flag Silverstone 
57.04 seconds 

Bruce Lee Completed 10 limes 
Ghostbusters Simple 
Cosmic Wartoad Toad points 
9,000 

Martin Harwood, So uth Bretton, 
Peterborough 

Pyjamarama 91% Completed 
Exploding FistGth Dan 
Shadowfire Captured Zoff 
Beachead Completed, 250,000 
Hobbrt87% 
Airwotf 1 Scientist 
Starquake Completed 92% 
Tranz Am 6 cups 
Orbiter 1,000253 
Cavelon Completed (killed 
wizard) 

Lunar Jetman 8 Rocket stations 
knocked out 

Brainstorm Killed one guardian 
Zoom Beer i through each screen 
three times 

William Ptiipps. East Molesey, 

Surrey 

Vie At Kung Fu 215 r 500 (30th 
Level) 

Neverending Story Completed 
Commando 122,550 (Level 8) 
Gunf right Milkie Bar Kid 
Sir Fred 48 % 

SupertestDI 1 1 9,680 ; D2 95,822 

Marsport92% 

M O. VIE 58% 

Underwurlde 38% 

Monty On The Run Completed 

PSST 2,595,550 

Elite Deadly 

Duncan Brrtfert, Horsham, 

Sussex 



The Hohbrt: Completed 
Saboteur Com p I eted 
Tomahawk Shot down 7 
helicopters and all targets 
Hypersports Swimming 25.7: 
Shooting 9200; Vault 12.10; 
Archery 7,000; Weights 210 Kg; 
Triple Jump 17.20 
DT's Supertest Bea tall people in 
tug of war 

Frank Bruno's Boxing Knocked 
them all out 

Sabre Wulf Completed 100% 
Exploding Fist 10sh Dan 
Mikie Completed three times in 
a row 

Commando 300,500 Area 10 
Elliot Esterson, Snaresbfook, 

London 

Frank Bruno's Boxing 

Completed 

Spy Huntef 1 ,440375 

Hypersports Swimming 25.20; 

Skeet Shooting 4200; Long 

Horse 9.83; Archery 4200; Triple 

Jump 16.30; Weight Lifting 210 

Kg 

Football Manager Champions 
and cup 6 times in a row 
Exploding Fist 6th Dan 
Commando 1 17,400 
Matchday Final won 14-0 
Dambu&ters Dam destroyed 
Highway Encounter Znne 1 
Saboteur Completed 
Harrier Attack Completed 
35,600 

Grand National 1st 
KungFuRi i l- Belt Level 7 
Pole Position Compteted 1 St 
Michael Ramsay, Angus, 

Scotland 
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rtuiMJiDni win ^nu sneer 

complete 

Engineer Humpty 7th Level 
Derby Day £100.000 
Andrew Ferrarr, Bracknell Berks 




It 40t m 



Bruce Lee Completed 5 times 
without getting ktited once 
Hunchback 1 Completed 
Booty 25 times 
Critical Mass 25.642 
Stop the Express Once only 
Beachead 1 and 2 Completed 
Saboteur Got away on 
helicopter 

Exploding Fist 7th Dan 

jamarama 97% 

an ic Miner Completed 
Moon Cresta 30,7g6 
Harrier Attack 28 r 233 
Fall Guy Level 6 

Warren French 

Yabba Dabba Doo Completed 
with 7 Nves 
Atic Atac Completed 
Mikie 62750 

Kokotoni Witf Completed 
Rocky Horror Show Completed 
Herbert's Dummy Run 91 Jelly 
Babies 

Robin O' The Wood 2 weapons 
Sarah Kaye and Katie Anderson, 
Loughborough 



Commando 272,300 Level 13 
Roller Coaster 9,500 
Yie Ar Kung Fu 397 r 300 Level 53 
Frank Bruno's Boxing Frenchie 
GJass 63,200 

Bruce Lee 1 ,500,000 then got 
bored 

Hobbit Completed 
Starquake 5 pieces 
Highway Encounter Completed 
27,850 

GunfrkjhtThe Sundance Kid 
Way of the Exploding Fist 

Retired because there was no 
bud at 100,000 
Spy Hunter 535,355 
Aaron Murphy, Huddersfield, 

West Yorkshire 

Bomb Jack 402,800 
Everyone's A Wally Completed 
£2380 

Herbert's Dummy Run 

Completed 

Exploding Fist 10th Dan 
Commando Area 10: over 1 
million scored 

Bruce Lee Completed 18 times 
Saboteur Completed 
Neil Fenwick Feltham, 

Middlesex 





Highway Encounter 58,380 on 

3rd Highway, Zone 1 

Sabre Wulf Completed with 

211,480- 100% 

Atic Atac Completed with 

289,695; 99% 

Starquake Completed with 

364,400; 86% 

CDS Pool Z 370, Frame 7 

Tapper 229,775, reached space 

baron 2nd round 

Impossible Mission Completed 

with 15,097 points in time 

4.46.43. 

Sunil Ranmal, Leicester 



A, 



t it £ 



Explodii 
Monty 
Pyjamai 
Everyor 
Compfe 
Herbert 
Com pie 
3 Week* 



ElrteEIn 
Travels 
been to 
Tau Cet 
Speflbo 
Tranz A 
Jetpac 1 
Cookie I 
AntAtti 
Zoom 1' 
Knight I 
Skytoxi 
Arc Of > 
Howard 



Comma 
when w 
scores i 
Bomb J 
on all tli 
happen 
the plac 
Starquf 
Dynarni 
On The 
Gyroscc 
lj32Q 
Hypt:rs| 
Shootir 
Archery 
15.46; V 
Overall 
Key bo a 
Rocky h 
pieces 
Airwotf 
Deathcl 
Monty C 
J cthar o 
Wizard' 
Lion 
Fong M 
Yuk, U 

Grand t 
Rocco 3 
Hypers) 
Skeet S 
Horse 9 
Triple J 
Lifting - 
Bruce L 
Rocky t 
Autonu 
Pyiama 
Everyoi 
Herbert 
Comple 
Three V 
Comple 
Manic ft 
screens 
Jet Set 
Dynam- 



rforkJC 
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TOP 30 FOR JUNE 




6 (1 4) FAIRLlGHTThe Edg e 

') SABOTEUR Durell 
8 ( 8) HYPERSPORTS Imagine 
(16) GYROSCOPE Melbourne House 

10 (13) MATCH DAY Ocean 





ROB! 

12 (24) SPY V's SPY Beyond 



14 (20) SWEEVO'S WORLD Gargoyle Games 



16 (15) YIE AR KUNG FU Imagine 
(28) HIGHWAY ENCOU 

18 (—) SPY HUNTER US Gold 

19 (10) WINTER GAMES Epyx/US Gold 




20/77JRAMBO Ocean 




D Mastertronic 

22 (22) ROLLER COASTER Elite 









24 (—) SHADOWFIRE Beyond ^ 










7 (W M.O.V.I.E. Ima) 

28 {—) ENIGMA FORCE Beyond 

29 (— ) LORD OF THE RINGS Melbourne House 

30 (—) LORDS OF MIDNIGHT Beyond 








Auntie Aggie has promised to seal a jiffy bag with a special kiss for Gary S win burn of. Liverpool, who has 
won the forty po u nds of softwa re i n tn is month r s Hot lined raw. C RASH H ats a nd T Sh i rts go to E Dean e of 
Ross on Wye; S Burgess of Ayrshire; Andrew Matthews who shares London with the ever expanding Mr 
Liddon, and finally Jason Hartley of Middlesex. (Seems to win a lot of things, does Jason, or is this 
Minion just imagining things?) 



The CflASH HOTLINE AND ADVENTURE CHART is Britain's 
most important popularity chart — for Spectrum Software, 
at least. The chart depends entirely on your support and we 
need your votes in order to produce the analysis of who's 
playing what. 

Nowadays, there's only ONE WAY to submit your votes — 
and that's by post. Towards the back of the magazine. 



lurking very close to the competition results bit, you'll find a 
couple of coupons that you can use to send us your votes, tf 
you're really unkeen on cutting up your magazine, you could 
always use a photocopy, or copy out the details on the forms 
onto a plain piece of paper. 

Whatever you do, get those voting forms in. Every month 
we draw out a total of ten winning forms after the charts i 
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t A DVE NTURE TOP 30 C HART 

mjm J Jl |^ 1— ^ . I 



r 7/ LORD OF THE RINGS Melbourne House 

^TTHEHOBBTmelboi^ 
(12) SWORDS AND SORCERY PSS 

WFAIRBGrTRffEdge^ 

PROTC OL Century /Hutchinson 




11 f74/FRANKIE Ocean 

12 ^ADRIAN MOLE Level 9 /Mozaic 
#/SHADOWHRE Beyom 

14 (19) WORM IN PARADISE Level 9 

15 r 7JDOOMI 




1 6 r W LORDS OF MID N I G HT Beyond 
BORED OF THE RINGS Silvei 

18 (18) ROBIN OF SHERWOOD Ad venture International 

20 (13) SHERLOCK Melbourne House 



!1 /!26V TERROR MOLIN OS Melbourne House 

22 (15) GREMLINS Adventure International 
""^■ALHALLA Legal 

24 ( 9) LORDS OF TIME Level 9 




The usual forty pounds worth of software will soon be squeezing its way through the postbox of Paul 
Young who, unlike the singing star of the same name, lives in Suffolk. 

four lucky runners up are: Stephen Barrett who goes to bed early 'cos the sun sets at 2 o'clock in 
Birmingham; Martin Faulkner who avoids the berks in Berkshire; Paul Wakling, a Sussex lad and finally, 
thgy say all hope must be rewarded, and Trevor Hope from Forest Gate in London 



have been compiled, five for each chart, and prizes go 
whizzing off to the lucky senders of those forms. The first 
form out of the sack of Hotline votes, like the first one to 
come out of the Adventure voting box, wins its sender £40 
worth of software of his or her choice, And a CRASH T Shirt, 
of course. 



ft 



The next four voting slips for each chart, that's eight voters 
in all. win a T Shirt and Cap. Don't miss out on your chance to 
win all these goodies for the cost of a 17p stamp and the time 
it takes to put pen and your opinions to paper. CRASH 
HOTLINE and CRASH ADVENTURE TRAIL are what we call 
the giant boxes that your votes go into, and they can be 
reached via PO BOX 10, LUDLOW. SHROPSHIRE, SYB 1DB. 



7 
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£4,50 



£5* please CRASH T ' sh ^*i!t t a* at £8.96 each. 

EK£S CRASH ^^^ eac h. 

D I*- ^r B V.'." " CBAS :^ sU t £4.50 each. 



'. CRASH W^^wdh- 
CRASH Capls) at ^ 

oWa*e send me ^ sH mA M at 

n Please send me 

Name 

Address 








HOMEGROWN SOFTWAR 



Following the review of Richard Welsh's program, FRANK THE FLEA, in the April issue, we 
' ave received quite a few 'home grown' programs for review. Maybe something is starting . . 




f Sailer /* ASTRAL SOFTWARE, *mf ft*'* #***tf«*to 
take m lank *f SUP€RHOVA, in thm gam* you £■ fc# tm thm rofm 
(or should that bo roU ?f of m rpifnd hmll crwtui-H — The fiWjy 
Odd Bio^Qraanimm Thingy, You V« b#*n on holiday, staying 
mt thm SUPERNOVA h&imf mndn&w can't *** ft** turn 
IO JWH- tt*n* cosh to flTf w tfre fwt*/ iFWna^cuwe/tf id xhmylt 
iot yuti hotthtt . , . FutI rm vf«w flMt j«lf* 



MOrVFYFOR WOmwVG « /wrt ofl* of two pstn** tm oflW 
front J^Mrf Stra wlta Amu p f yof # rmm few HI* uAhhi 
hw**++tbvt hti tvmmdm a nwf MONTY CM TWf RtUVhpf 

p omJcocT up bp a ifflrtiun a f (ft* c/ji^f CENTtPEDG gmrm. J 



Quite a few people shared our view that 
Fmnk The F/ea was an inte resting, vaiue for 
money game — despite the feci that the 
review clearly stated that copies ware only 
available direct from Megasoft on payment 
of £1.00 plus post aria pecking. Auntie 
Agg ie f i e Ided some tw en ty ti ve o rders in her 
department. Not bad going for a brand new 
software house! 

Conversations with SIMON GOODWIN 
who lives in TECH TIPS and with DEREK 
BREWSTER our adventure reviewer set the 
old cogs whirring — both Simon end Derek 
quite often receive 'home grown 1 programs 
in their mail bags despatched from CRASH 
Towers, and every now and again some 
thing worthy of a closer look pops up. 

Running a small software house when 
you're on your own isn't easy — as the 
interview with Stewart Green of Data 
Design Systems in the May issue revealed. 
There's so much to do: actually writfng the 
program isn't the end of the process by any 
means — there's inlays to produce, dupli- 
cation to arrange, sales to make and, 
hopefulfy, cash to bank I 

DOING IT YOURSELF 

The whole software industry first began 
with Do-tt-Ail — Yourself outfits, often oper- 
I ating from the the Front Room where all the 
duplication and packaging went on and 
early ZX Microfairs were full of folks selling 
their own home-produced wares, 

Some of these people have made their 
money, left the software marketplace and 
gone on to pastures new, Others have 
carried on, farming proper businesses, 
hiring staff and getting bigger end better. 
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But, in a way, the market has turned full 
circle now, and it is dominated by large 
commercial concerns who produce expen- 
sive products becked with large advertising 
budgets and professional sales teams, 
dealing with the High Street shops and 
distributors. 

ItS not easy to break into selling your own 
software today — and with the advent of 
large companies who work to commercial 
margins there's almost certainly quite a few 
decent prog rams out there that oniy ever 
get sold to friends, relatives and people in 
the street. 

GETTING TO MARKET 

We thought it would be a nice idea to give 
wider exposure to some of the up end 
coming software authors who have yet to 

Set a game published on a fully commercial 
asis, and who knows — one day there 
might even be scope for a budget price 
compilation of the best of the little proggfes 
that never quite make it to market. 
Derek Brewster gets a tot of Quitted 

Programs in his post r and regularly receives 
liters from readers asking how to go about 
writing adventure games, and the design of 
a good adventure game for the Spectrum is 
a regular topic in SIGNPOST, By the time 
you read this,, our beloved Doc Martened 
Ed i to r will h ave zoomed up the moto rway to 
persuade Derek to put together a feature on 
designing adventure games and prpgram 
ming them — either straight from the key- 
board or via The Qurff. Graphic Adventure 
Creator or another suitable utility. Would be 
adventure writers, look out for that one I 
On the TECH HPS front, Simon Goodwin 



reckons the range of 'serious" software in 
the shops is severely limited by commercial 
considerations, There's not much money to 
be made selling specialist material through 
the conventional and he feels that there 
must be lots of utility software out in the 
wide world that is worthy of a larger 
audience. Hell be explaining the type of 
'minority interest" utfltty software that could 
be covered in TECH TIPS next issue, so \i 
you have a whizzo routine that serves a 
useful purpose (other than Centigrade to 
Farenheit or hex to decimal converters and 
so on) Simon would be interested to hear 
from you. 

LISTING FREE ZONE 

Don't panic as you read this I We're certainly 
not going to break with tradition and start 
publishing listings — but if you have any 
ideas on how we should go about encour- 
aging some less major programs out of the 
woodwork, don't hesitate to get in touch. 

Next month in HOME GROWN SOFT- 
WARE well take a closer look at the pro- 
grams we've already received — but if 
you've written a game or a utility that no- 
one else wants to publish or you are selling 
yourself, why not drop a review copy in the 
post to HOMEGROWN SOFTWARE. 
CRASH, PO BOX 10 R LUDLOW. SHROP- 
SHIRE, SYS 1DB and we'll do our best to 
include it in a future look at HOMEGROWN 
SOFTWARE. Don't forget, you'll get into 
awful trouble ff you try selling someone's 
elses program without their permission, so 
don't be tempted to send us anything that 
isn't all your own work I 





Hospttal&Services 
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EAST ANGLIA 



R. A. ELECTRONICS 
133 London (toad South, 
Lowestoft, Suffolk 
08082 88288 

SpecJnjTn repaid 
£17 tudy Imtani 
Keyboard i\2 



EAST MIDLANDS 1 SOUTH WEST/ WALES I SCOTLAND 



THFTFOfl D MICROS 
Unit 4 f Leyland Close, Ftaon Ind 
Est, Thrtfortp Norfolk 

S (0276) 68286 

Repairs 1a all Sinclair computer products. 3 
months warranty. 
£1S + WT,P*P 



H. R ELECTRONIC SERVICES 
The Laurels, Wending, Daraham, 
Norfolk MR 19 212 
& Dereham (0362) 87327 

6 month guarantee on whole compuier-repalr 
of overhaul. Free post servlca. 



GAITER COMPUTERS 
4Sholfhanger Road, Diss, Norfolk 
IP22 3EH 

S Dtes {0319} 52327 

SSkKisIs o1 Commodore, Sinclair arid Arnstrad 
computers. 
flJl repairs earned out quickly 



MICRO-BEND 
Miln SbMt] rarert, 
Peterborough PET JOB 

® (0733)241716 

New. low nxed prices: Spectrum E17, M/flrive 
£18, l/tacel E18.ZX Prtnter E1B. 
All inc + Pf! £1.80 



MCE SERVICES 
33 Albert Street 
Mansfield, Notts 
& Mansfield (0623) 31202 

Fixed charge repairs Id all home computers, disc 
drives, monrtois and printers 
3 momti Buenntse. 



ONE STEP BEYOND UD 
11a Castle Meadow 
Norwich NR1 3DE 
S [0603)663796 

Repairs at most compur.&f5 and accessories. 
Large range of software and tie* ipfterals. 



ZED EN COMPUTERS LTD 
2 Kl mbolton Road 
Bedford MK4D2HR 

® (0234) 213648 

Spectrum repairs £19.95 + TO 48 hr 
turnaround. 3 month warranty Free esli mates 
Also Bftn, CW.Afnstrad 



DIMENSION COMPUTERS LTO 
27-29 High Street 
Leicester LEI 4FP 

(0833) 9T47W5747V/21874 

Speclrw repairs lor less than £25,00 

6 montna warranty 
Talepnone diagnostic service availaJblB. 



TEEHNICOM SERVICES 

(SlHlth W«t) (New address] 

tlntt 5 P Transom House, Victoria 

Street, Bristol 051 6 AH 
SWInwombe (003 484} 3460 

Sinclaif repair specialists. E12.5G (inc wXTj + 
pans and PfiR 3 montns guarantee, 



RfiST BYTE COMPUTERS 
10 Miln C«ntre F London Road, 
Derby DEI 2PE 
S Derby (0332)365280 

Fmed price repairs - software, peripherals and 
accessories 
Darby's leading computer store. 



CAPITAL COMPUTER SERVKES 
UnttK2 T Cjftllff WwtaHopSp Uwls 
Rd* East Moors, Cardiff CF1 5EG 
^Canllff (0222) 481801 

Spectrum repairs £17 fully inc. 3 month 
warranty, last and ralianle sarvice 



MICRO SERV 
95Deena7toVtwWwt^lctlii<] 
Area, CwnteflUlM 688 SDN 
» 02367 37110 

Repairs to all Sinclair range, inc Interface, 
Microdrive, monitors. 3 month warranty, 
Bee estimates. 



MICRO FARE 
298 Gtoucatln Road 
Horltod, Bristol 
S 0272 46575 

Spectrum* repaired 
tor £19 — 
AT lass 



NORTH EAST 



MICRO POWER ITD 
Horthwood House, North Street, 
Leeds LS7 2AA 
S(0532) 468800 

Repairs - 
16K and W Spectrum 
Repair Centre 



I . T. WESTERN ELECTRON ICS 
Unit S2A & S3, Avonslde Enter- 
prise Partt, Hawbrattgliton Rd p 
Melteham, Witts, © 0225788017 

Repairs. Spectnim^lus £ 15.50. rteytcard 
£6 30, Interface & Microdrive Et700 each All 
firily incausitfe . Callers welcome 



LONDON/SOUTH EAST 



chute rh computer centre 

TOO Olllow Read, LutOfl, 
Bedfordshire LU1 lUf 
0582 456664 

SpBdnimreffflfStifl 00. 3 month warranty Full 
range of computer repairs. »nc petipfterate. 
Fast, reliable sews. 



NORTH DEVON MICRO CENTRE 
(TTeC) Lyrrlon House, Castle St, 



WEST MIDLANDS 



QUANTUM 
33 City Arcade , Cowsntry f 
WamMshHCVI 3HK 
^Covmrtry(0203) 24832 

We Mfvtea ail Sinclair computer products, *TX8 i , 
Speclnm., SpecHum Plus, interface 1, 
M^cradnva, ate. 



BULL RING COMPUTERS LTD 



BridgiwthWV184E& 
S Bridgnorth (074 82) 86839 

Bull fling Computers, sell hardware, software . 
accessories, and do repairs- 



MICRO CITY 
1 A Querns Road 

NMMton 
® (0203) 382049 

Sretetfist Spectrum repairs £19.00 inc pans, 
labour and PJfl 
Enclosa payment with Specimen 



NORTH WEST 



4MAT COMPUTING LTD 
67 Margate, Preiton, Lancashire 
PR1 2X1 
^0772 561952 

Maintenance aj^re^rtfCompulers. Monitors. 
Disc Drives and Printers 



H. S. COMPUTER SERVICES 

Unit 2, The Orchard, Warton, 

Preston, Lancashire PR41BE 

3(0772)032606 

Repairs £14 95 luHy Inc; 24 hrs turn-round. 3 
montti guard ntee 
Why pay more? 



MICROTBIX 
24 Groat Moor Street, 
Bolton BL11NP 

WioltOT (0204) 398171 

Repair? on all Sinclair products 
2 maim guarantee 
fiwposte* 



on 

Unit 5 Lemnsiiukne Trading Est, 
PMirtwortti LiMi Mancfeoftof 
M1S 3JRS 061-224 188B 

Spectjum repairs - between £9 and £20. 3 
month!? warranty. Open 9arn-7pm MornSaL 
whiie-u-wart www. 



9(9271)44280 

SpaCfeura repairs £:Q.ft5.nc rsttw ftt F ast 
tufwound. 



SCREEN SCENE 
l44StGoon|e'&Road 
Chertenham, Glos GL503EL 
■3" CheHenham (0242) 528979 

Repairs for all Sinclair Compuler Products 
lmmed^equo«a^,3monitisw3ftaj% Sales. 
Service. 



VKOODEHS 
8 London Bridge Walk 
London SE1 
a 01-403 i9«a 

3 month warranty on all repairs 



GATWlCtCCOMRHEflS 
B2ThoBoupmnj 
Crvwtoy , Suuax 
e (0293) 28240/37842 

3 month warranty on air repairs. 
Superior service 



SUREDATO COMPUTER SERVICES 
45 Wjf eft wood Avonuo 
Edgim MMdlesoit 
S01-951 0124 

3 mon!h guarantee {parts. laOOur) on Spectrum, 
OL, BSC and CocrirncXtore 
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THE RPG/PBM 
PERSPECTIVE 

As you may have already seen, this month's Forum contains a letter 
from an irate Robert Gilmour on the matter of RPGs and home 
computers {particularly Spectrums). His claim is that RPGs, apart 
from not using such devices as joysticks, have b crucial social inter- 
action aspect and far more complex rules, something that computer 
games inevitably lack, Mr Gtlmour has missed the point of the 
argument by a long way 



Let's deai with the similarity 
between Etite and Traveller first. 
Elite uses a two dimensional 
interstellar mapping system just 
as Traveller does. Its concept of 
only having one major wo rid for 
each system is identical to the 
philosophy expressed all the 
way through Traveller's rules 
(until Book 6 Scouts, which con- 
tains a revised and more 
detailed system generation pro- 
cedure), Both games make use 
of Tech Levels, industrial and 
agricultural trade classifications 
(and indeed, the items listings 
bare a marked resemblance). 
World data is similar for both 
systems. The way starships 
expend fuel is identical in both 
games as is the concept of 
having Free Traders as player 
characters — the list goes on. Of 
course there are some differ- 
ences. But to say that they are 
nothing like r each other is quite 
simply not true. 

To be fair r Mr Gilmours main 
argument is that you cannot 
either fit an RPG onto a home 
computer system or have any of 
the best features of RPGs 
because computer gaming is 
primarily a solitary pursuit. But 
even so, it has taken D&D twelve 
years to develop into the game 
you see today. Just because you 
cannot fit a if the rules for that 
game into your Spectrum, is it 
fair to dismiss Swords and 
Sorcery as a solo-RPG7 The 
combat sequences for S&S are 
far more complex than those in 
Tunnels and Trails and are more 
realistic 

The computer provides an 
excellent medium for solitaire 
| role playing as S&S proves so 
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well. While the computer flPGs 
are inberentlv weaker than their 
conventional alternatives in 
direct comparisons, they 
present a viable and satisfying 
experience for those who have 
neither the rime, the money, or 
the players to explore anything 
else. 

And now, onto another sub- 
ject. As you will see from this 
month's Frontline Forum, the 
response to the suggestion that 
Swords & Sorcery could be 
treated as much as a strategy 

Sme as anything else has been 
rourable. As a result, I II be 
looking at such games much 
more closely in the future. How- 
ever, there's another matter that 
I would like you to consider. One 
of the fastest growing areas of 
computer strategy gaming is the 
PBM phenomenon. Although 
such games do not run on home 
computers (in fact, owning a 
computer isn't required at all), 
the games have intriguing plots, 
present incredible challenge to 
the pi avers and have a social 
side to them as well. 

I don't see why a column for 
computer strategy games 
should necessarily stop at those 
available for the Spectrum when 
there are games available to 
people regardless of which 
actual machine they own. 
Obviously, Spectrum games 
should constitute the main part 
of the column and there's no 
point in covering games for 
other machines. Nevertheless, 
PBM gaming is a fascinating 
area^s those who read John 
Minson's piece last month, will 
have seen) that doesn't receive 
much coverage in the computer 



with Sean Masterson 



press at present, 

Of course, that's just my 
opinion. I would like to hear 
yours- Should coverage of these 
games become part of Front- 
fine? And if the answer to that 
question is r yes\ to what kind of 
extent should they be dis- 
cussed? Please let me hear your 
views on this matter as the 
sooner I have an idea of what 
you want, the faster I can go 
about supplying it 
And final fy > < + This month 



should hrivo senn the conclusion 
of my look back at some golden 
oldies. However, I've decided to 
hold over part two for a couple 
of reasons. First of all lots of 
interesting letters have arrived 
on my desk and secondly, the all 
powerful Graeme Kidd won't 
give me any extra pages. So 
instead, we revisit Desert Rats 
and find that my prayers for a 
12BK strategy game have finally 
been answered — by CCS, no 
less Read on, 



DESERT 
RATS 

Producer: CCS 
Retail Price: £9,95 
Author: RT Smith 



A couple of month s back, CCS's 
Desert Rats was sent in for 
review and although I rated it 
highly, I neglected to allocate it a 
Crash Smash status. The 
reasons for this were actually 
pointed to by Mr RT Smith, the 
author, himself. He had had to 
compromise somewhat to fit 
such a complex game into the 
available memory of the Spec- 
trum. The result appeared to be 
a flawed work of genius. Then 
two months ago, I speculated on 
what the game migh? hnvr. neon 
like if only it had been used for 
the 128K Spectrum and made a 
general plea for games that 
would take advantage of this 
extra memory. 

Now it appears that my cries 
have been heeded, An expand- 
ed version of the game has just 
been released by CCS. With two 
extra scenarios and some 
improved features to neaten up 
the bundle, I was left with no 
doubt that this was the game I'd 
been waiting for all along, 

The game now begins in the 
period prior to Rommel's arrival 
in North Africa. These were the 
days when the largely unsung 
achievements of Wavell and 
O' Conner led to the swift demise 
of the massive but ill-trained 
Italian Tenth Army. With hind- 
sight, many historians have 
questioned the wisdom of 
Winston Churchill in sending 
Waved on to other theatres of 
operation and breaking up the 
crack force that had developed 
under his command- His sub- 
ordinate, O'Conner came more 
unstuck still , after an over-tired 
staff driver got lost one night 




and led him straight into the 
clutches of a German patrol, 
resulting in a stay in a PQW 
camp for the rest of the war. 

This era is covered over two 
scenarios, Operation Compass 
and Beda Fomm, In Operation 
Compass, the Brftish player has 




to capture Bardia and Tobruk 
from the Italians in a 45 turn limit 
covering the period from 9th 
December 1940 to 22nd J anu ary 
1941 The objective of the 
Italians is to hold position in 
Egypt and keep the British out of 
Derna. Beda Fomm presents the 
British with the objective of 
capturing Benghazi and devast- 
ating the Italian Tenth Armv 
while the Italians themselves 
must attempt to prevent this and 
control as much territory as 
possible. This scenario is the 
shorter of the two, lasting only 
15 turns from 24th January to 
7th February 1941 a 

The scenarios accurately give 
the player a taste of the Allies' 
better days in the North African 
Campaign, presenting the much 
rnore fluid nature of desert war- 
fare that then prevailed. In 
Desert Hats, the pate of battle is 
set to reflect this. How much Ft 
contrasts with the far more 
stable days of Montgomery and 
his safety in numbers' 
philosophy I In play; this works 
very well and provides the less 
experienced or able player with 
a large scale but simple back- 
drop as an introduction to the 
game. 

All of the scenarios from the 
first game are present but the 
main campaign game has been 
altered. The Desert War previ- 
ously covered the period from 
Rommel's first attack in the 
Sprinrj of 1941 to his withdrawal 
in December 1942. It was played 
over 624 turns. In this new 
version of the game, the scen- 
ario begins with the first British 
offensive in December 1940 and 
is now played over 736 turns. 

There are several other modi- 
fications to the rules and 
presentation. The first that 
becomes noticable is a joystick 
option for those with Kemps to a 
Protek or Sinclair interface 
owners. The obvious ease that 
this brings to the movement of 
units across the screen, greatly 



enhances payability. There is 
also a demonstration mode 
available from the main menu, 
which is entered by holding 
down the 0 key when selecting 
the number of players. The 
demo mode may be left by hold- 
ing down the M key at the end of 
a turn. 

Mass mobilisations are made 
somewhat more difficult to 
organise with the stacking rules 
now only allowing ten points per 
square as opposed to thirteen in 
the earlier version of the game. 
However, logistical problems 
should be (ess severe with the 
supply range now increased 
from seven to ten squares and 
from five to seven squares diag- 
onally. Lybian and Biackshirt 
units are treated as brigades in 
the game (despite the fact that 
they are organised as divisions) 
because they are disproportion- 
ally weak and need to be sop- 
plied from an HQ unit 

For those who were looking 
for a more competent computer 
opponent, this game doesn't 
come up with the goods. How- 
ever, it offers so much in terms 
of variety of play and improved 
presentation and structuring 
that it has to be seen as a mite- 
stone in Spectrum wargaming. 
If more software houses follow 
the lead so clearly set by CCS, 
those people who are consider- 
ing buying the Spectrum 128 
will find themselves spoiled for 
choice when it comes to chal- 
lenging quality software. 

PRESEISfTATION91% 

The best feature is the joystick 
option which speeds up play 
quite considerably. The demo 
mode is attractive as well 

RULES 97% 

The same high quality as the 
original — not changed 
significantly 

PLAYABILITY 92% 

With the new scenarios and 



options, a beginner should find 
this game ea s My a p p reachable 

GRAPHICS 70% 

Though these have not been 
modified and, in my opinion, are 
still poor compared to the rest of 
the game, I think this is a more 
accurate rating 

AUTHENTICITY 91 % 

The campaign game still 
req u i res too m uch of th e Al I red 
player but modifications to 
order and supply rules are well 
devised 



Dear Sean 

One thing I have missed in your 
otherwise informative reviews 
is discussion of the quality of 
computer opponents. Surely 
this is what matters most in a 
good game. The interest of 
graphics, m u Itiple see na rios etc. 
soon wears off. 

Your reader C Francombe 
(April 86) is Surely right to 
complain that usually computer 
opponents are just too easy to 
heat. Designers are not going to 
bother to do better if their 
opponent' is not analysed. 

I have played CCS's Arnhem 
and Desert Hats and Lot hlori en's 
Waterloo and Austertitz. There is 
obviously an enormous 
difference in the computer 
opponents. In the CCS games 
the computer's play is either 
reasonable but predictable 
{Arnhem) or unpredictable but 
inept. {To be fair, these games 
look as if they were designed as 



VALUE FOR MONEY 96% 

Even if you do not have a 
Spectrum 1 28, the improve- 
ments to the ga me a re m ost 
welcome and make the product 
worth every penny, especially 
considering the fact that the old 
price has been kept 

OVERALL 95% 

Whrlst some of my original 
reservations still apply, this 
game has been so well executed 
and provides players with so 
much, to give it anything less 
Ihon tin s would be a crime 



two player games with a 
computer opponent added 
later]. The Lothlorien games 
have an opponent that requires 
a lot of careful thought to out- 
manoeuvre (especially 
Auster/itz which is superior 
because both sides have greater 
variety of play) They are a 
challenge — ie they give a good 
game and who then gives a 
damn about a lew historical 
omissions! 

Obviously they are far from 
ideal, but at least the 
programmer set himself a 
difficult problem — co- 
ordinated land movement over 
a broad terrain — and solved it 
tolerably well. let's have 
reviews that tell us how 
intelligent the opponent is! 



A good argument As of next 
issue, Hi include an OPPONENT 
rsling in atf the reviews. That 
way readers wiU have more over 
which to disagree with me. 
SM 
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Waiting for the big one. Australian units take up positions 
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FORUM 

There's very little space this month, so let's get 
straight to the business at hand, which starts off 
with . . . 





Dear Sean, 

Late Fast year ( began to hear 
rumours of a fabled war-game 
called Their Finest Hour. 
Anticipation grew as computer 
magazines began to extol every 
aspect of this game. Perhaps 
this is what rdbeen wailing for r 
a real-time war game, creating 
an atmospheric feeling, the fog 
of war, qualitative superiority — 
an historically accurate game 
and the effects of fatigue and 
morale also taking effect along 
with a ruthless opponent. The 
only d ra w-back r I felt, would be 
the fact it was icon-driven, 
remembering back to how I'd 
struggled with Shadowfire at 
the beginning. 

Well, eventually I bought it 
and hurried home to have my 
finest hour, Unfortunately I was 
disappointed, I found the 
ioon-d riven format exce 1 1 ent a nd 
believe that future war-games 
should use these methods of 
command- However, there was 
virtually no atmosphere, I felt I 
was playing a computer, rather 
than fighting a war-game, as for 
being historically accurate I 
found it grossly inaccurate. 
According to this game Frei- 
Jagd group? of ME 109s have 
free sway over all of southern 
England hitting targets like 
Debden and Bristol : both were 
beyond the ME109's range, 
During the same game, a 
formation of 21 Spitfires 
intercepted an unescorted 
formation of 96 HEIIVs, Great I 
thought, f may be able to shoot 
enough down to dissuade them 
from attacking. Inputting an 
aggression factor of i produced 
a German loss of 96 bombers!, 
Now come on chaps the Spitfire 
wa s p ood but not that good I I 
also intercepted a formation of 
unescorted Stukas by 30 
Hurricanes this will be a virtual 
slaughter but alas, no, Most 6 
Hurricanes with no loss to the 
enemy, 

Reading the documentation 
provided wilhthrj game, I came 
to the conclusion that Mr 
Nicholas Palmer (the game 
designer) knows very little about 
aircraft of the 1940 period. He 
describes the HE1 11 and JU88 
being the heaviest bombers but 
the slowest, true on the first 
count but wrong on the second. 
The superb J U88 was the fastest 
bomber available to the 
Luftwaffe in 1940, He then 
describes the D0I7 as one of the 
quickest — sorry but he's wrong 
here too, the DOl 7 with a full 
bomb load and its armour 
protection was only a Nttfe faster 
than the HE1 1 1 , the slowest of 
the German bombers. He then 
goes onto describe the JU87 
Stuka as the fastest. Come on I 
This infamous, ugly, grotesque 
looking aeroplane could rarely 
get above 1 50 mph with its 
bomb-load, Surely this is 
obvious. 
He seems to have led you by 
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the nose too, which surprised 
me, he described the small part 
played by Beauforts and 
ttefiants which you mentioned 
in your review. Beauforts? 
BEAUFORTS!?. Beauforts were 
torpedo bombers which played 
no part in the battle of Britain he 
must mean Blenheims, mustn't 
he? 

Also, and importantly, the 
damage inflicted on radar 
stations by the Germans is really 
OTT. Throughout the whole 
battle, the Germans only 
managed to incapacitate one 
radar station, Ventnor on 
August 1 2 for a considerable 
period. Other attacks carried out 
that day by ERPRGft 210 against 
radar stations in Kent and 
Sussex were repaired by the 
ne*t day. Even the Germans 
confess that such targets were 
difficult to hit But in this game 
they seem to have a field day 
One or two bugs are present in 
the program resulting in 
Loct-Ups and Crashes and some 
quite comical results, like theO 
Do miens returning from a raid 
on Middle Wallop after being 
slaughtered by the fighters 
based there. 

The Germans seem to follow 
no plan of attack, attacking 
targets randomly, Despite all 
these faults I found the game 
very enjoyable, but I must say 
it s not cracked up to what it is 
supposed to be, 

I've never found a war game 
yet where the computer made 
an intelligent move, in reality an 
aggressive, ruthless enemy 
would exploit your mistakes, 
instead they plod along 
relentlessly to a prearranged 
goal. Does anyone know of any 
games that actually do this? 
Maybe l m playing the wrong 
ones? Maybe I should write my 
own? 

Mark Pollock, Middlesbrough, 



PS I've never managed to fight 
more than one day on Their 
Finest Hour in the campaign 
game, I've either been 
slaughtered or I've slaughtered 
them In one day. 

/was aware that my know/edge 
of that em was rusty but until 
your tetter arrived, /wasn't 
aware how rusty f You're right, 
of course, in thinking the 
reference to Beauforts should 
have said Blenheims, i'rn giad 
your enjoyment of the game 
wasn't spo/fed too much by the 
flaws. However, plenty of other 
people ha ve stilt found the game 
more of a challenge than 
yourself, Anyway, in future, I'm 
going to take more time in 
ensuring that at least /get the 
facts right . . . For your trouble, 
f'm givmg you twenty pounds 
worth ofsoftware, Please get in 
touch and let me know what you 
would tike. 




Dear Sean, 

At fi rst r I f ou nd S&S very d ifficu It 
to play, what with my unfemil- 
farity with the selection 
procedure, and ail the rules I had 
to observe. After a few goes, or 
lives, I managed to get the hang 
of it and now play it regularly 
with my ongoing character 
Thomas Covenant'. Sounds 
familiar? My biggest niggle with 
it is the routine at the start for 
inputting the character's name 
— since it doesn't print up what 
you type in until ENTER is 
presse d, I end ed up with 
TTTT00 OTTT00 HHOM J on my 
first go F I also play AD&D 
regularly, and I think S&S 
compares very well — it 
eliminates the need for other 
people and can be played 
whenever I feel like it. I'm 
beginning to identify with my 
S&S character now,, so this 
makes it more D&D-esqie. 

A few tips: By now, most 
players or S&S must know what 
eFfr-ct practising with each of the 
masters gives so HI leave that 
out. I think these are the correct 
prices for goods in the armoury: 
Sword 20 Dragon's Teeth : Spear 
9 DT; Staff 14 DT: Shield 16 DT: 
Armour 40 DT: Helmet 7 DT: 
Gold 20 DT: Wine 5 DT: Pie 8 DT, 
Note ( i) pie is essential, ! ii ) You 
can select any item as a last 
choice if you can t afford it 

The magic numbers I've 
looked at after each action, and I 
believe this is their meaning (in 
order as they appear on screen). 
Defence (ie armour), Fighting 
Skill, Skill as a Thief, Magic 
Power, Max. Unarmed Combat 
Ability r Physical Strength, 
Weapon Damage Bonus, Code 
of a Special Defence, Max. Hit 
Points, Jumping Ability. 

I've also noticed : (a) For every 
3 monsters killed, 1 pt is added 
to fighting or magic ski 1 1 
depending on which menu was 
used priortothe monster's 
death, (b) Disarming a trap 
successfully improves thief 
abi I ities (c) But smash ing a ch est 
decreases them r but can 
improve strength. (d| Jump skill 
can be improved by practising 
JUMPING but this makes you 
hungry, as does (e) RUNNING. 

Always try to talk to monsters. 
Try not to start battles as this 
makes them more hostile, 
Thanks for your time. 
Craig Lemon, Braintree, Esse* 

, . AND MOANS 

Dear Sir, 

I've had the game since early 
December and it is rarely off my 
Speccy. Since you ask, no, I've 
not completed it yet, I've gone 
into every room in the four 
quadrants except the last. I have 
collected the four fish, three 
keys, two sahatrons but no hook 
of Zob (assuming it is on this 
level). All this gear has done me 



no good at all and I'm running 
out of ideas. 

This brings me to my main 
complaint on Ihis game, After 
having it for only a week or so, I 
ordered the Advanced Players 
Guide and Level Two pack, 
seeing that they were advertised 
for release at the end of 
December. Yet here we are in 
April and still no sign of them. 
Ever since the end of January I 
have rung PSS every two weeks 
and every two weeks they say it 
will be ready in 10 to 14 days. 
Whilst I realise delays do 
happen, why is it always two 
weeks? I have even spoken to 
the programmer who did say 
that most of the de l ay was d ue to 
him finding a way to enlarge 
Level Two to 10 quadrants and 
so the second section will be 
much bigger than the first, But 
real ly what I need is the guide as 
th i s may p rovide some help for 
me. 

A smalJ point that does 
concern me in Level 1 is that 
there are three bottles, which 
when drunk out of cause the 
prog ram to C rash . Is th is making 
the completion of th e game 
harder for me? As you 
mentioned in your introduction 
last month, I do believe that a 
game like Swords and Sorcery 
does belong on the strategy 
section, as would any RPG, They 
are quite separate from 
Adventures. Some of your 
competing magazines do agree 
with us and do divide their 
articles like this. At this point let 
me ask if anyone knows why 
more RPG seem to be available 
on the Commodore computer, 
than the Spectrum? 
John Dent, London 

PSS have run into unforseen 
problems all the way along with 
their development of Swords 8t 
Sorcery and I'm afraid you are 
likely to be one of many caught 
out by the delay with associated 
products. If it's any consolation, 
from what I've heard about the 
new products, they should be 
worth waiting for. If you ready 
are fed up with waiting, / can 
only suggest you contact PSS 
again and try Wd reach an 
alternative solution. 

The reasons why more ftPGs 
are a vai fable for the 
Commodore are threefold. Both 
the Commodore itself and role 
playing games are American 
phenomena resulting in a btgger 
market for this type of product. 
Then there's the advantage of 
Commodore having a standard 
disk drive They may be slow but 
they do allow more memory to 
be accessed— something which 
rote playing games espectaf/y 
benefit from. Hopefully, PSS wtlt 
rectify the situation b y making 
S&S modular, thereby negating 
the immediate need for massive 
storage facilities, 
SM 
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Yellow Submarine 



Once again, Mart 
shows his ski ft as a 
copyist borrowing 
strong and dear 
images from other 
media — this time 
straying away from 
the microchip in its 
many manifestations 
and entering the 
world of animated 
dims in search of 
subject material 
A composite of 
/maaes tram the film, 
the Jolly Yellow 
Submarine of the title 
is placed firmly in the 
centre of a group of 
hfue rneames, which 
hem st in, preventing 
escape from the 
screen. 



ON THE SCREEN is a brand new 
section in CRASH, sponsored by 
Rainbird, the publishers of The 
Art Studio, which is without 
doubt an excellent utility. (And 
we're not just saying that bec- 
ause Rainbird are coughing up a 
few quid in sponsorship money 

— if you don't believe us, read 
Franco Prey's review in the 
Christmas Special TECH NICHE I 

This page is intended as a 
showcase for all you talented 
chaps and chapesses out there 
who are busy doing artistic 
things on your Spectrum Screen 

— every so often well print a 
selection of pretty pictures that 
have been sent In as SCREEN 
strings. The reward? Well fame, 
tor a start. Mark Jones of 
Northampton is going to be fa- 
mous from here on in, as his 
pictures are kicking off the new 
page Mark's just about to leave 
school and is looking for a job as 
a screen designer ... interested 
software houses give us a ring, 
and we'll pass on Mark's details. 
Fortune might atso come your 
way too. you never know * . . 

Ekit whatever happens, you'll 



get a souvenir if one of your 
artistic submissions appears in 
this new section of CRASH, be- 
cause Rainbird will arrange for 
Dimension Graphics to do an A3 
full colour screen dump of you 
pjccie(s). Then the screen 
dumps will be mounted in a 
lovely frame before they are 
sent back to you to hang on your 
wall and impress friends with, 
Nice, Huh? 

First of all,, we'd better say a big 
THANK YOU to Dominic Handy 
for turning Olr Prey's logo for 
this page rnto a real Spectrum 
Screen. Thank You Dominic! 

Now on to the star of the very 
first ON THE SCREEN . . Mark 

Jones sent us a tape with no less 
than eleven Spectrum pictures 
nestling upon it, and everyone 
w;as impressed with the range of 
his talents wh en the demo pro- 
gram was loaded up. 

We had a riffle through, and 
came up with a couple of our 
favourites for the inaugural 
(LMLWDJ ON THE SCREEN page 
f rom la n's portfolio.. P 




Sabre Man 



More in the way o f a 
pockethook sketch, 
this Spectrum screen 
could find a place in 
the field notes of an 
anthropologist or 
botanist. Once agein, 
the character which 
tends its name to the 
whole composition is 
placed firmly in the 
centre of the image 
area f but ft is the- frog 
that looks happy, not 
the human* 

A little extraneous 
vegetation fends 
balance to the 
composition, which is 
clearfy an example of 
Mark s Green for 
Jungle) period, 



The Balloon 



Tastefully produced in 
simplistic black and 
white, this picture 
reveals a street scene 
full of hidden menace. 

Sneaking up behind 
the centraTcharacter 
is a decidedly evil 
being, rendered 
entirety in black, half 
humanoid, haff 
serpent The very 
personification of 
mobile evil, 




Ghosts and 
Goblins 



inspired by the arcade 
machine which is new 
the subject of a 
Spectrum conversion 
by Elite Systems, this 
interpretation of a 
demon prancing in a 
moonlit graveyard 
needs little by the way 
of explanation, A very 
neat pastiche o f th& 
glonous graphics 
available on the 
original arcade 
machine, toned down 
and simplified for the 
Spectrum, bu t taking 
full advantage of the 
smaller machine's 
Unified capabiiittes, 
nevertheless. . . 






So there you go, The first four 
pictures appear in the ON THE 
SCREEN Gall ery, and will soon 
be hanging on the artist's walls, 
courtesy of Rainbird. If you think 
your Screen Artwork deserves a 
wider audience, don't hesitate to 
send a tape in to CRASH GALL- 
ERY. CRASH TOWERS, PO BOX 
10, LUDLOW, SHROPSHIRE, 
SYS 1DB. Don't be shy, fame and 
fortune could be yours, and at 
the very least there's a good 
chance of winning an A3 framed 
screendump . * . 
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ViViViViViViViVtW 



An icon-driven multi-screen strategic simulation of what 
it's like to take on the most difficult task of all 



You may hare saved the world bom invading aliens many 
times over - but aifc you good enough to protect one small 
town from the criminal element within? 




*g!ft?£ 1"2f£ c ** f5 * *"fln»cf ns shadow mm tt approaches &i 
™ H ?'™ rhinfft flf? ^eginningi ro look up — ji few cr9 d/n 
am m tfm honk now that a power cube has Aha co//#ct*d 



J 



MANTRONIX 



Producer: Probe 
Software 

Retail price: £7.95 
Author: Syro* Ltd 



MM fell aren't you the blood - 
■Mil thirsty tittle mercenary? 
V V After years of zapping, 
splatting, maiming end killing 
persons as a hitman operating 
^legally, you've finally been 
given the licence to go legal as 
the Slate has recognised your 
'talents' and awarded you 
Bounty Hunter status. 

Being in another class to the 
majority of inept kill merchants 
em pi ayetf by the Slate, you 
decide to go straight to the top 
and search out four extremely 
notorious thugs hiding on pla- 
net Zybor. Xtro II, Ariel Head, 
Maz Porka and Yokohama are a 
quartet of particularly vicious 
people who would soon as kill a 
man as look at him. Their red- 
eeming feature, from your point 
of view, is the 100,000 credit 
bounty placed upon their ugly 
heads. 

The official bounty hunter's 
kill kit includes a Mantronix: a 
relatively nasty cyborg that is 
control led remotely by its super- 
visor. The main advantage over 
sending in a Mantronix as op- 
posed to a real man is that if a 
energy blast hFts it, the Men- 
i troniK won't be splurged into a 
mish mash of blood and string 
bits over the surrounding 
square kilometre. A Mantronix 
hit by an energy burst merely 



loses one of his nine supplied 
shields. 

Rema i n ing safely in you r craft, 
placed in geostationary orbit far 
above the madding crowd, you 
can coolly and cruelly guide the 
remote controlled robot to the 
lair of the four desperados lurk- 
ingon Zybor. 

The view screen shows an Ult- 
imatesque 3D view of Mantronix 
and his surroundings in glorious 
monochrome . Fo u r-di recttona I 
control is supplied,, and a fire 
button activates a laser cannon. 
Mantronix moves around diag- 
onally, and if the robot goes of 
screen another flfps promptly 
into view. There are a thousand 
or so of these screens and 
Zybor's landscape is a bit bleak 
— nothing much survives on the 
surface of this pfanet. The laser 
comes in handy for despatching 
the mindless baddies that con- 
stantly hassle Manlronix as he 
plods around under your com- 
mand. If a Zyborian nasty should 
happen to bump into Mr M, ha 
loses a shield. 

There are numerous bits of 
equipment hanging around 
Zybor s rather desolate land and 
picking up a certarn item by 
wandering over it gives Man- 
tronix the power to destroy a 
pulsator, the criminal team's life 
source. Also worth collecting 
are power cubes: with atl eight 
in the possession of your robot, 
the conveyor belts that limit 
Mentronix's area of movement 
reverse in direction. 

All the conveyor belts are to- 
tally invisible end are only del- 
ected when Mantronix puts his 




feet onto a section of floor that is 
moving, and is moved fn the 
direction of the belt's travel. 
Invisible barriers also exist on 
the planet surface, so the scenic 
route is often needed to get 
somewhere specific , . . 

The game is up once all four 
baddies have been despatched, 
though this is not a trivial task, 
considering the vast amount of 
wasteland to be explored. 



CRITICISM 



• " Mantronix is ■ sort erf Alien 
B T but you can wander around 
practically where you want, 
apart from the invisible walls, 
conveyor belts and other things 
that are there but not on genera I 
view. The detail Is of the high 
standard that is expected of 
modem day 3D graphics, but I'm 
afraid gameplay suffers from a 
lack of objects and other char- 
acter. The sound is a very well 
done two channel simulation on 
the title screen, but during play 
there's only the constant click 
ing of metal feet which got on 
my nerves very quickly I found 
the game, as a whole, was quite 
fan to play but the payability 
could have been improved — 
the bounty hunting became a 
bit laborious after a while. 
Mantronix is f ai rly well priced at 
0.95, but the more expensive 
versions of this type of ga me are 
(probably more addictive, * 

• "At first Sight I was quite 
impressed with this game, but I 
wasn't taken in by the pretty 
graphics for very fang. Pottering 
around the playing area is fairly 
simple and finding the various 
items scattered around the place 
has more to do with tuck than 
skttf as you Stan off from a 
different p/ace every game. For- 
tunately, you are provided with 
tots of fives at the start of the 
game but the nasties ate partic- 
ularly vicious, so completing the 
game will take a lot of skiff and 
patience. Graphically, there is 



nothing new here, although the 
graphics are quite pretty and 
very well detailed. I liked the 
sound: there are two tunes one 
on the title screen and one on 
the 'game over' screen, as well 
as a Few spot effects. Generally, I 
found Mantronix a little shallow 
— tbene isn't ready enough go- 
ing on to keep me p/aymg for 
tnoreihanafswgoesatatime. " 

• ** As 3D games go, Mantronix 
isn't that bad and compares well 
against the glut of such releases 
currently swamping the market. 
It's smooth and slick, recreating 
a full three dimensional action 
quite competently, though the 
game itself is a mite bit dull, if 
you're not into arcade advent- 
ures then it's very dull indeed. 
The game idea itself isn't very 
original and basically comes 
down to walking, shooting and 
collecting. Reasonably good 
value for fans of this type of 
game, I suppose. n 



COMMENTS 



I 



Control keys: Q r S, P, L moved in 
the two diagonals, 1/2 pause 
on/off r CAFSHIFT BREAK resets 
game, bottom row to fire 
Joystick: Kempston, Cursor, 
Fu(ierjnt&rface2 
Keyboard play: responsive 
Use of colour: monochromatic 
playing area 

Graphics: neat detai fed and 

Bly— playing area a bit empty 
und : nice tunes, a few effects 
Skill levels: one 
Screens: 1,000 ish 
General rating: A competent 
variant on a well tried 3D 
a rcade/adve nt u re fo r m a i 



Use of computer 76% 

Graphics 77% 

Payability 71% 

Getting started 73% 

Addictive qualities 71 % 

Value for money 74% 

Overall 73% 




Ywvo ho wring nasli&s ctomm in on your Mantronix remote 
coniroi cyborg as it s tumps arounrf looking for the nmttt 
arvh-vitlain on trm list. So f*r r the cradit msvtar mgittar* 
oamings of »ro 
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Producer: US 
Gold/Silvertime 

Retail price: £7,95 
Author: Simon Finch 



Lady Wilde and her infant 
daughter are the only 
survivors of a ptane crash. 
Waking up, concussed, in the 
middle of the Amazon jungle. 
Lady W realises that her daugh- 
ter has been kidnapped by Ama- 
zons, and she sets out to rescue 
her child. 

Driven on by her maternal 
feelings, during her quest Lady 
Wilde has to enter into one-on- 
one combat with a series of 
Amazon warriors, dodge high 
and low flying arrows and nasty 
spikeballs hurled out by vicious 
plants, and contend with drag- 
ons. Setting out with little more 
than a leotard and a club, she 
makes her way across a large 
scrolling landscape split into ten 
zones. Ms Wilde can't move thr- 
ough the landscape unless she 
kills each and every Amazon 
Woman who bars her path — 
and there's no shortage of 
pugnacious tribeswornen , , . 

Your heroine can walk left and 
right as well as jump and duck, 
and she has three fighting 
moves in her repertoire. The 
Chop delivers a mean overarm 
blow to the bonce of the oppos- 
ing warrior if she is in range, 
wh fie Thrust a i ms the wea pon to 
the midriff and Slice is a duck- 
ing, hacking move. To begin 




LEGEND OF THE 
AMAZON WOMEN 

- 



with, the Amazons are armed 
with dubs, hut after zone four 
they turn up with swords in 
hand, and the girls in zones 
eight nine and ten are axe- 
wieiding madwomen. Lady 
Wilde can swop her weapon for 
that of a vanquished opponent, 
but the exchange seems to be 
rnainty cosmetic — you don't 
appear to gain extra reach or 
power from different weapons. 

The top third of the screen is 
devoted to a scrolling radar 
system which reveals about 
three screens-worth of the land- 
scape in miniature, below which 
icons representing Lady W, her 
opponents and jungle nasties 
are displayed. The Aggressive 
Aristocrat appears as a chunky 
arrow containing the number of 
lives she has remaining, while 
the Amazons appear as slender 
vertical arrows, Spikers — nasty 
plants which hurl energy sapp- 
ing projectiles — are also shown 
on the radar, but dragons are 
impervious to the scanner and 
pop up without warning in the 
last four zones. 

As in Fighting Warrior, arrows 
whizz through the playing area, 
zooming across the screen at 
head height and ankle level 
Contact with an arrow or spiky 
vegetable projectile, like a biff 
from an Amazon's weapon, red- 
uces Lady W's energy reserves 
displayed on a horizontal bar 
under the radar. Each Amazon 
enters the fray with lots of 
energy bar which has to be worn 
down before she'll die co-oper- 
atively, arid allow the heroine to 



BOP! Lady Wilde lands a hearty biff an the Amnion warrior 
who is blocking h&rpath. Cameron's cmrtamly gat tfte hang 
o f this beat em up f Tha t spiky thing an the radar to the left of 
Lady W's arrow is a Spik*r — a real mean vegetable 



mean veg#tahl& 
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Aahhh* Lady Wild* has shuffled aff thi* mortal coil right 
next to a primitive idot r ComBtxtn was just beginning to 
idoUsa her when that arrow finished her off 



continue on her quest to rescue 
darlinp daughter. 

During a scrap, both comba- 
tants gain a little energy if they 
rest, but just to make tne rescue 
mission that bit more tricky p 
Lady Wifde is up against the 
clock. If she doesn't get to the 
end of a zone within the four 
minute time limit she loses one 
of her four lives Points are won 
for each blow landed, for killing 
an Amazon r avoiding en arrow 
or spiky projectile, and for killing 
dragons. At the end of a zone a 
bonus of ten times the number 
of seconds remaining on the 
clock is added to the score. 
Killing an Amazon earns a bonus 
of ten times her intelligence 
level. Intelligence level? The 
inlay states that the Amazon 
warriors have 'floating intelli- 
gence', set according to the level 
on which they appear. This 
means the further you get into 
the game, the smarter your 
opponents. 

Should you fight your way 
through all ten levels of the 
game, Lady Wilde is reunited 
with her offspring and a happy 
ending ensues, Are you woman 
enough to enter the jungle? 



criticism 



• " Oh dear I Another fighting 
game. If rt was full of new ideas 
and new moves 1 wouldn't com- 
plain, but it's a simple variant en 
the theme. The attacking moves 
are vary limited, and really 
aren't good enough when com- 
pared to the sixteen moves 
available m most beat em ups. 
The graphics are quite neat and 
the women are nicely animated 
but the game seems to lack 
some of the addictive qualities 
that should be there, taking 
everything into account, It's not 
a bad game, but after a while the 
challenge begins to wane and 
boredom sets in, I think it's a bit 
too similar to other fighting 
games to be anything special. " 

• "Legend of the Amazon 
Women strikes me as & sort of 
Fighting Warrior, starring 
women, and not too impressive 
at that The game has nice 
graphics with a few spot beeps 
but it's nothing out of the ord- 



inary, i found this game as 
unpiayabfe as Fighting Warrior 
and the game idea is even more 
boring — every woman / came 
to fight was the same as the fast. 
Sometimes they had swords, 
sometimes axes, but there stilt 
wasn't enough variety to keep 
me attached to this game — 
even if then? was a toad of long- 
haired women running a/f over 
my teHy. Nothing special, 

• #l While there are a few neat 
touches in this game, including 
the smooth parallax scrolling 
and time limits to complete each 
level r taken as a whole legend is 
nothing special. Sometimes the 
characters blend into the back- 
ground, making life a bit tricky, 
The way in which the characters 
lope across the screen is strong- 
ly reminiscent of Tir Afe Nog r 
while the scrapping sequences 
reminded me of Fighting War 
riqr. If you're into beat em ups r 
this is another one for your 
collection, but otherwise it has 
little to offer. " 



COMMENTS 



f 



Control keys: Z back, X 
forwards, M duck, K jump, X & L 
thrust M & L slice, K 4 L chop, X 
& K jump forwards, M & Z 
change weapon; H pause, S 
start, Q quit 

Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: responsive, 

sensible layout 

Use of colour: mainly 

monochrome 

Graphics: smooth pa rail a* 

scrolling — animation a bit Tir 

Na /Voogish 

Sound: nice tune plus biffing 
noises 

Skill hovels: one 

Screens: ten level scrolling 

landscape 

General rating: Adequate 
fodder for fighting free ks 



Use of computer 
Graphics 
Playability 
Getting started 
Addictive qualities 



74% 
77% 
71% 
80% 
68% 
% 




BOUNCES 



Producer: Beyond 

Retail price: £9.95 
Author: Denton Designs 



your opponent over the head or 
poking him in the stomach with 
the catcher f 

Status bars monitor both 
players' energy levels — collis- 
ions with the hack wall the ball 



game. I p m not convinced it's 
excellent, but it's quite good, 
and relatively challenging. I 
don't agree with 'Sport oTthe 
Future' though: 1 can't see 
masses of footie fans following 
this every Saturday in 
20m meth ing-or-other f There 
are different ways to play, and 
it's easy to build up ft personal 
style, though I can see it getting 



hit the wall the legs of the men 
do actually fall from underneath 
them as they crumple up. I found 
the game hard to play at first, but 
once the rules are understood 
you can have a very competitive 
cjame with your opponent — be 
it the computer or e human 
friend. Bounces is a very strange 
sports game which is most fun 
in the two player mode. Beyond 




Taking a tumble in t BOUNCES arena — the player on the 
right has just been yanked against tho w&tSby the taeeyband 
and colfaps&s in a hmap 



ounces is the super-sport 
of the future, despite the 
fact that it's played by a 
couple of dudes dressed up as a 
viking and a knight-in-armour. 

Eric end Ashley (for it is they) 
compete in a sort of ball-game 
come sword fight which can be 
played by one or two players on 
the Spectrum. The action takes 
place in an enclosed arens H and 
both players are linked to one 
end of the court by a piece of 
elastic which continually pulls 
them back. Friction so lea shoes 
are their only ally ... An over- 
head pipe way fires a ball into 
play end the aim of the game Is 
to shoot the ball into one of the 
goals in the ceiling. The ball 
ricochets off the wads, floors 
and ceiling of the court at great 
speed and is is quite capable of 
bowling a player over- 

Players hold a catcher in one 
hand and the ball may be seized 
and retained if it is in reach by 
pressing the fire button. Releas- 
ing fire shoots the ball back into 
play. A player's arm may be 
moved to eight different posit- 
ions, and the ultimate aim is to 
shoot for goal, although if all 
else fails, direct confrontation is 
quite good fun. Try bopping 



or the opponent's catcher res u ft 
in energy loss. Sand trickling 
through an hour glass indicates 
how much time has elapsed 
since play began! the game is 

Klayed in two ninety second 
elves and in good sporting 
spirit, you get to change ends 
halfway through. 

The players can bend down, 
jump up, stump forwards and 
backwards during a bout After 
each game finishes a results 
screen appears which keeps a 
running total of Eric and 
Ash fey s respective victories 

Points are scored for bopping 
your opponent with the catcher 
or a well-eimed ball as well as 
for popping the ball into one of 
the three ceiling goals at the 
other end of the arena. While a 
player can recover energy by 
taking a rest on-court, running 
the energy bar into the red 
results in temporary paralysis 
and a set of three undefended 
goals for the opposition to aim 
For. 



CRITICISM 



•"Bounces is 



r 



boring after a while. The ten 

3uid price tag is a bit high, and 
is game could be improved 
upon in quite a lew ways. 
Nothing stunning, really " 

*" / had a little trouble getting 
started as / wasn't supplied with 
any instructions, so I had to 
learn how to play it from scratch. 
I had just about mastered con- 
trot on my fourth go. The graph- 
ics are very pretty, and there are 
no attribute problems or graph* 
ics flicker, Sound is fairfy we// 
used, although a tune would 
have added to the atmosphere 
of the game, f don't really see 
this game doing terribly welt, as 
it costs too much. For a tenner f 
woufd expect a fev more 
adversaries and the odd change 
of scenery too. " 

Bounces is one of the better 
games from the Denton Design 
team, after the apalling Trans- 
formers, and it combines 
smooth animation with some 
well drawn characters. When 
the men move you can see their 
bodies lunge forward trying to 
break the strain of the cord 
which stops them from bashing 
the other man to bits. When they 



have got a game which is very 
playable — it requires a keen eye 
to judge where the ball will 
bounce off to next. Bounces is a 
good game if you like something 
out Ofthe ordinary. J# 



COMMENTS 



w 



Control keys: 1 up, 2 down, 3 
left, 4 right, 5 fire 
Joystick: Kempston, 
AGF/Protek, Fuller, Interface 2 
Keyboard play: a bit tricky 
Use of colour; straightforward 
Graphics : neat 
Sound: spot effects 
Skill levels: two 
Screens: one 

General rating: An interesting, 
playable game that is a bit on the 
expensive side 



Use of computer 79% 

Graphics 80% 

Payability 79% 

Getting started 80% 

Addictive qualities 77% 

Halue for money 67 
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MUGSY'S REVENGE 







Producer: Melbourne 
House 

Retail price: £7.95 
Author: Beam Software 



After getting thrown into 
the slammer for his orig- 
ins! scam, Mugsy is free 
again and in search of a fast 
buck. It's 1919, America is 
winding itself up for the Depres- 
sion and the most relevant 
change noticeable to Mugsy is 
the introduction of Prohibition. 

Since alcohol is now illegal a 
large black market has sprung 
up, offering very high profit 
margins. Being an astute 
hoodlum, Mugsy decides that 
this is the racket for him. Every- 
thing is set for Mugsy's 
Revenge, 

Those of you familiar wrth the 
original Mugsy t (which is on the 
B side of the cassette) will realise 
that Mugsy's Revenge follows a 
very similar format, 

Mugsy's aim is to regain con- 
trol of his empire by taking 
advantage of the Prohibition 
situation, and investing the 
C50 r 0O0 that was safely set aside 
before the cops caught up with 
him. Conversations with a right 
hand man supply the infor- 
mation needed, and a list of 
options available is presented. 
All the relevant day-to-day 
decisions faced by a gangster 
are put before you: how big a 
bribe should be given to the 
cops? who woufd you like 



rubbed out? and so on. The 
central decision rests on the 
number of barrels of liquor to 
buy and sell — shrewd deals at 
the start provide the capital 
needed to buy Speakeasies later 
on in the game. 

ff things get rather nasty then 
your top man scarpers, drop- 
ping you into an arcade sequ- 
ence in the middle of a gun- 
battte, This section has Mugsy 
running about to the command 
of left, right up and down keys. 
Fire fets loose hot lead from the 
revolver supplied, and the idea 
is to eliminate the Feds and 
avoid shooting the ladyfolk who 
parade around Get hittoo many 
times and it's Game Over. 

Information is passed to you 
via a window superimposed 
over one of several detailed 
backgrounds. These back- 
grounds change after a few 
choices have Been made r and 
every now and again a small 
animated scene pops into view 
showing a bit of a scuffle at 



Gino's pool half. After the whole 
cycle has been run through, a 
year is deemed to have passed 
and a synopsis of your progress 
is presented. 

If too many bad decisions are 
entered or you run out of money 
the game finishes, ff, however, 
Mugsy manages to keep around 
for ten years, then Prohibition is 
lifted and a detailed analysis of 
Mugsy's progress is supplied. 



criticism 



•"Other than the 
graphics them's not much to 
Mugsy's Revenge, I think the 
game is too much of a copy of 
Mugsy, and the gameplny is 
almost the same. Once you 
beg in to play it. after a year or so 
has passed in the game, you are 
being asked the seme questions 
— rt got on my nerves. The 




1 



Shooting k out with fh* Fed* in MUGS Y'S REVENGE 



W 
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TTJG henchman /efs ytfu know that Boozy ftaUM is off Bring a 
hundred dollars a harm! for hooch. Wanna sp.U? 



great but there Are some Jerky 
patches, The arcade game isn't 
that spectacular, and after a few 
people have been killed the 
game goes dead slow and is 
almost impossible to play. " 

•** / was expecting a rea/ 
advance on Mugsy, out / was 
wrong: ifs more of a step back- 
wards. / wasn't competed to 
carry on playing after i'd seen a 
few screens and heard the music 
once The arcade screen isn't 
much fun — it's very easy and 
gets very duff once you've been 
through it a few times. There are 
no sound effects during the 
game although there is an excep- 
tant tune on the poof haii screen, 
f expect that if you stuck with it 
for a whife* the game wouid 
probabfy become fun, but t 
hadn't got the the patience, * 



m" Mugsy's ftevenge could 
have been a good follow up to 
the hit Mugsy but I felt that the 
game was too raf>etitive. After a 
while i got heartily sick of the 
snide comments that the person 
running my operations kept 
churning out — over and over I 
heard the same jokes, t guess 
the screens take up a lot of 
memory, but it would have been 
better if the game had branched 
off more to the strategy side of 
the plot. With the great Mugsy 
on side B of the tape, the 
package presents tremendous 
value for money, but really it's a 
case of 'nice graphics, shame 
a bout the gamer. d 




Control keys: I left, P right, Q 
diagonally up r Z diagonally 
down, B, N, M, SPACE fire 
Joystick : Kempston 
Keyboard play: fast and 
responsive 

Use of colour: pretty and well 
done 

Graphics: also very neat 
Sound: one tune, very nice it is 
too 

Skill levels: one 
Screens: a good few 
General rating: A rather 
disappointing follow up to a 
great game 



Use of computer 74% 

Graphics 79% 

Payability 68% 

Getting started 70% 

Addictive qualities 59% 

Value for money 75% 






Kionanni 

CADE nor sum 



SPECTRUM 48K 



SPECTRUM 48K 



COMMODORE 64 



AMSTRAD 



? Imagine Software ( 1 984], 6 Central Street 
: Manchester M2 5NS TeJ: 06 1 634 3939, Telex: 66997/ 

Imagine Software is available from: 
*3 WOOLWORTH LASKYS. Rumbelows Greens Spectrum Shops and all good dealers 



Can You 
Write Games? 




If you can, Superior 
Software has something 
important to say to you. 

Introducing Ourselves 



hree years ago Richard 
Hanson set up Superior 
Software to meet the 
growing demand for high 
quality games and educational 
programs Now, 86 releases 
further on, Superior has 
established itself as the leading 
software house tor BBC and 
Electron computers with top- 
selling releases such as Repton, 
Deathstar. Citadel and SPEECH! 



Exciting Opportunities 



A 



s part of its continuing 
program of expansion, 
Superior is looking for 
top programmers of ALL home 
computers to write original 
software and to produce 
conversions. We are also looking 
for games designers, graphics 
artists and computer musicians 
who would like to be involved in 
some fascinating projects. 



Top Payments 



o 



ur authors are paid on 
a royalty basis, receiving 
80p for every cassette 







sold, calculated and sent out 
promptly every three months. 
In certain cases advances are 
also paid. Tim Tyler's Repton 
games have earnt him over 
£30,000 In less than a year - 
quite a sum for a 17 year old, 
and Death star author Peter 
Johnson has earnt almost 
£35,000 with us. 



Marketing Advantage 



o 



ur royalty payments 
show that our authors 
have benefitted from 
professional packaging, pointot 
sale material for retailers 
carefully placed full-colour 
advertising and effective 
communication with both trade 
and consumer magazines to get 
the maximum coverage 




E Guidebook 

f you wou ld I ike to be 
part of our continuing 
success, piease call 
Richard Hanson in confidence 
on 0532 459457 or 459453. 
Or write to the address below 
for a FREE copy of "Superior 
Software's Top Tips for Games 
Authors" This informative and 
useful booklet is in limited 
supply, so send for your 
copy now. 



Limited 



Richard Hanson 
Managing Director 
Superior Software Ltd 
Dept. EA6, Regent House 
Skinner Lane, Leeds LS7 1 AX 

■ 
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1 ret u m to the office a nd my desk 
this month to find that Robin 
{Meat eater) Candy has flown 
the coop, Suddenly the battles 
for office space have ceased 
and, strangely, I find myself 
feeling a little lost without the 
prospect of the odd scuffle for 
lebensraum. Ah we)L Life must 
on, I suppose. Down to 
Business, . . 

Things are looking up on the 
adventure front at the moment, 
with The Price of Magik virtually 
complete according the the 
Level 9 teamsters, while CRL a re 
on the verge of releasing The 
Very Big Cave Adventure from 
ihe St Bride's schoolgirls as well 
as the sequel to Bored of the 
Rings from Deft* 4 which goes 
by the name of The Boggtt — 
both should be on the shelves 
during May, selling for £7.95. 
Stilt in adventure mode, we 
should have sight of Incentive s 
Graphic Adventure Creator wry 
soon, maybe in time for a close 
look next issue and Ariolasoft 
are ^releasing the excellent 
Valkyrie 17 written by the Ram 
Jam Corporation, Finally, Sub- 
sunk fans will be pleased to 
learn that Firebird (more of them 
anon) have just brought out the 
sequel to the game on the re- 
launched Silver Range. Seabase 
Delta is in the shops now, 

A massive role-playing adven- 
ture is due to arrive in this 
country from France during the 
middle of July — called Ivfand- 
ragore r it is to seH for £14,95 for 
which you get 260K's worth of 
program on two cassettes, an 
instruction booklet and a ten 
chapter book setting the Media- 
eval scene. Four characters are 
involved in the game, and up to 
four players can gather round 
the keyboard participating in the 
same session. "Magic, Battles 
and Heroism" are all involved, 
according to the press release, 
which is all that's arrived in the 
office at this very early stage of 
play. 

Still gently on the adventure 
theme, our very own Derek 
Brewster is about to have his 
latest game released on the 
Mastertronic MAD label. Con 
Quest is an animated 3D arcade 
adventure starring a little fellow 
by the name of Oscar who has 

Sst bought a castle and found it 
II of demons. The game is icon 
driven, and should receive a full 
review in the July issue. US 
Gold, too, promise to release an 
adventure based on the film 
Return To Oz any day now, in 
which you have to rescue your 
chums from the clutches of the 
evil Gnome King, once again 
without any text input. 

On a more arcady tone, Alii- 
gata are confident that their Pub 
Games collection should be in 
the shops by the end of J u ne> It's 
a sort Of Old Flatulence Bitter 

Decathlon, in which the player 
can have a go at playing the 
whole series of games through 
sequentially or opt to practice 
single events. Bar Billiards,, 
Darts, Dorninos,, Poker, Pon- 
toon, Skittles, and Table Foot- 



ball all appear on the tape, and 
the player s performance will be 
affected by a 'Booze Factor* I 

Budding investigative journa- 
lists will soon be able to practise 
their skills in N.EJLUS from the 
software house of a verisimilar 
name to the game, NEXUS in 
which you are pitted against an 
evil ring of drug smugglers. 
Search Tor your pal who has 
teen kidnapped and keep send- 
ing news back to base to make 
sure you get the scoop of the 
century. No firm news on the 
game's arrival yet, however. 

Denton Designs, having reg- 
rouped a little bit after some of 
the founder members of the 
team decided they preferred 



ical war between the NATO 
Alliance and Warsaw Pact 
countries, should also be avail- 
able on the Spectrum by the 
time you read this. Both games 
are to sell for £9.95 

Football fans intent on follow- 
ing the World Cup this year will 
no doubt want to avail thems- 
elves of US Gold's World Cup 
Carnival package, which includ- 
es a full colour poster for you to 
chart the progress of the com- 
peting countries, stick-on flags, 
and badges as well as a com- 

Euter run league table and a 
noekout footie competition, 
Out soon r they say. 

On the Budget front, there's 
no sign of any of the new Players 




The Firs* scrwrtjtart of N.E.X.U.S. on t/i* Spectrum, accurtimg to 
NEXUS thm toftwin/nuit. Thmy sficHfkffcffow, after *JV , . ■ 



being totally freelance, are 
working on a Prisoner of War 
game under the title of Statag — 
more than that I do not know. 

Another firms with plans for 
your Spectrum carefully laid is 
Domark who should be releas- 
ing a sort of sliding block puzzle 
game featuring caricatures of 
famous faoes, not unreasonably 
called Spotting fmagres. The next 
Jamas Bond game is scheduled 
for a July launch and there's 
already £25,000 in cash sitting in 
a suitcase in the Domark offices. 
Eureka tl is n earing completion 
and when it appears in August 
the cassette is to include a 
solution to Eureka as well as 
details of how to claim that suit- 
case full of loot for your very 
own, 

Sadly J was a little misinform- 
ed about Microsphere's current 
project, Contact Sam Cruise, I 
sat down last month and told 
you that the game had been 
scrapped — untrue. It should 
appear around August in a much 
bigger and better form than 
originally planned, Sorry I 

The latest news from PSS 
arrives in Ludlow, and we learn 
that an early July release is on 
the cards for Tobruk f a classic 
Axis versus the Allies wargame. 
The Commodore hit. Theatre 
Europe, in which the player 
fights through a theoretical 
modern day nuclear and chem- 



Simes in the office, although 
ey were promised by Richard 
Jones of the new label's parent 
company, Interceptor, Ho hum, 
Rupert and the tee Patace is 
coming shortly from Bug Byte, 
priced at £2.99 which should 
keep Rupert fans happy, 
anyway. 

Elite Systems in Walsall just 
missed completing Ghosts and 
Gobfins in time for a full review 
this issue r but with luck we 
should be able to take a close 
look at that one next month, 
along with their other arcade 



conversion still underway, Pa- \ 
perboy* Scooby fans will be 
pleased to learn that Elite have 
signed Gargoyle Games to 
come up with a game that takes 
up the licence option that never 
quite got used . . . 

Rrebirdwise we have received 
evidence of the relaunched Sil- 
ver Range in the form of Cylu 
and the old favourite Booty as 
well as the aforementioned sea- 
base Detta and Spiky Harotd 
which gets the full treatment 
elsewhere this issue. Still no 
sign of Empire, and although we 
were promised a copy of Odin's 
Kimera — to be called Heartland 
now that Firebird have taken 
over marketing for Odin — not 
even an inlay made it to Ludlow, 
Hmm. LC.UP.Sr the other Odin 
game, is probably still a long 
way into the Firebird future . . . 

Orpheus have finally complet- 
ed The Young Ones, and rumour 
has it that Tuj&d is written, too. It 
seems that Orpheus don't feel 
they can do the game justice 
themselves, however, and it 
looks as if well have to wait for 
them to sell the rights to another 
company before we get to view 
it. 

Boredom is likely to set in 
before we finally get to see 
Fairlight it from The Edge, and a 
similar state of catatonia 
(LMLWD) is beginning to set in 
as far as Softek s The Writer and 
The Artist tl are concerned. No 
matter how often Tim Langdell 
is phoned, nothing ever arrives. 
Turn Te Turn. The Lest Word is 
on its way from Saga, so it looks 
like Softek are going to lose the 
race to get a word processor 
reviewed in these hallowed 
pages. 

ur Who is still having prob- 
lems with his time machrne, but 
the Tardis should be making a 
landing towards the end of May 
according to the latest update 
from Micro Power. Maybe he'll 
bring The Force With him? 

And with those few words it's 
time to sign off this month and 
return to the peace and tranquil- 
lity of my little cottage, away 
from the stresses and strains 
caused by the tension of waiting 
for games promised months 
ago to arrive in the office. 



their wb? 





BOUNCE AND FLY 
WITH MIRRORSOFT 



MIRRORSOFT have three games scheduled for Spectrum launch during May: Action Reflex 
from Medusa, programmed by Christian Urquhart, and Biggies, the official game of the film 
currently being written by the team at Dalali, a programming house that has previously 
specialised in conversions rather than original games. Last but not least, Dynamite Dan li — 
previewed in the April issue — should be available by the time you read this, 



BOUNCING 
THE BALL 



Action ftef/ex is a ball game with 
a difference — you play the part 
of a chequered football which 
has to negotiate a hostile envir 
onment set out in the best Ar- 
cade adventure flip-screen 
format. An overhead pipeway, 
which is in fact a vacuum deliv- 
ery system , runs along the top of 
most of the screens in the game, 
and play begins as your ball is 
sent down a vertical tube which 
retracts into the ceiling once the 
ball has been deposited at the 
start point 

Bil l the ball can be rolled along 
the ground to the left or right 
and the amount of energy you 
imparl to the ball governs the 
speed at which it mils. Chevrons 
in the status area light up to 
indicate the amount of force 
currently applied. Understand- 
ably , as the star of the game is a 
ball, it can aiso bounce - press- 



ing up on the keyboard or joy- 
stick initiates a vertical bouncing 
action and the longer the up 
direction is held, the higher the 
ball bounces as it builds up 
momentum, Careful timing al- 
lows the bait to bounce left or 
right if the appropriate direction 
key is hit at it lands on the 
ground. 

The game will contain three, 
or possibly four, twenty five 
screen courses for the ball to 
negotiate, to complete the game 
you will have to go round the 
courses four times in alt Each 
course has to be completed 
within a time Nrnit — it*s burst- 
ville and game over if you run 
out of time — and each time 
around r the game gets harder. 

A range of nasties lurks in the 
underground system: some of 
them are static like pins, mag- 
nets and disintegrator grids. 




An mmth/ semen from ACTION REFLEX. Froggy hops from 
side to side — confab f with him pops the and sends you 
back to tint start of tfie ffcr*e#t. The msotwt is s-ctivat&d hy 
the fiounjmtf under it, and if the baSldovan't es«p* rha 
niagnoiic wav*s quickly, * dmrt is shot into it. Nasty 
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while others are mobile like the 
giant green froggy fellow who 
shuffles from side to side with 
his tongue hanging out. Flames 
burst out of nozzles in the floor, 
boxing gloves bop unsuspect- 
ing balls towards pins on the 
ceiling and nozzles shoot darts 
at the Round One. 

In the finai version of the 
game, points will be scattered 
around the playing area, in 
handy denominations of 200, 
400 and 600. Rollover them, and 
their value is added to your 
score and a lifebelt, hammer or 
key is collected, respectively. At 
the moment the objects appear 



on screen, rather than the point 
values Lifebelts are used to 
cross poob of water, one belt 
being used up for each crossing r 
while hammers can break down 
glass barriers in the later levels 
and keys open short-cut tubes 
that lie on the floor which the 
ball can unlock and zoom thr- 
ough in safety. 

Christian is slaving away in an 
anonymous bedsit not far from 
Mirrorsoft HQ as this is being 
written: the finished game sh- 
ould be in the shops roundabout 
newish {as you read) priced at 
£7 95. 



CHOCKS AWAY! 



Biggfe$. the game of the film, is 
another major Mirrorsoft project 
due to come to fruition during 
the month of May. Following the 
plot of the film, in which Jim 
Ferguson, a modern-day New 
Yonxer discovers he is the time 
twin of Biggies, the game puts 

?ou into Biggies' flying boots, 
our mission is to save the 
world from the ravages of a 
deadly new weapon. 

For £9 95, you get a package 
which contains three linked 

Sjmes, which have to be played 
rough sequentially, before the 
finale - o flight simulator which 
emulates a modem American 
police helicopter. 

Section one of the game pto- 
nks the player in the seat of a 
World War One biplane — and 
it's time to set out on a recon- 
naissance mission, flying over 
enemy lines to photograph the 
secret weapon and its site. 
Understandably, the enemy 
want to keep their secret wea- 
pon secret, and send up their 
own air aces to thwart you while 
pumping flak into the skies. 
Dopfights ensue. 

Survive the dogfight sequ- 
ences and snap the new wea- 
pon, and it's time to pley a 
Comm&ndo-typs game let. A 
network of caves and trenches 
has to be negotiated en route to 
the weapon test site, this time on 
foot with little more than a pistol 



and collection of grenades for 
self-defence. The third game 
sequence is set in the present 
day, in New York. The photo- 
graphs taken in part one of the 
game have to be recovered from 
the developers — and despite 
the fact that you're a super hero 
from the past the police and 
SAS are not impressed. A heli- 
copter has been scrambled by 
the police department and arm- 
ed officers lurk on the rooftops, 
taking pot shots at your flying- 
helmeted form. 

Having snatched the snaps 
from the photography shop and 
stolen the police helicopter, 
Biggies has to fly the strange 
whiriybird back to his own time, 
across enemy lines and then 
destroy the nasty weapon, For 
maximum points, there are a 
few chums held captive by the 
baddies, who could do with res- 
cuing * . ■ 

Sadiy, the programming team 
at Dalai] were too busy comp- 
leting the game to sort out a few 
taster screen shots to go with 
this preview, but we managed to 
arranges little £1 -off deal for the 
film itself. Scamper off to the 
local cinema wrtn the cartoon 
strip printed here, and you can 
get into the mood for the game. 

Like the adverts say, "Do you 
want to be a Hero? See the 
film, get Biggtes t the game, and 
you can have a gof 



TROTTING ROUND TOMBS 




fa 
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TfcrtrajMjfenf (LMLWD) rwpvrtmr, tnibtt 0'Etonmff e«Mi 

* ch+mt r#i ffr* 4 nt®chamb*r. Doss it contain 
treasure? Mayba, bmc&asa that Steadies s henw j*@mj Jcam 
to praranl Aim from o^ing f h« bo*. It's frt* dcrantfjA of t/ie 
Tomb, * fim& rippmr ofm character L&gJe ss really mlfim. 
uotJbjss hfl n»m sharpish 
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Following on the heels of Qua^- 
s£ro/i F their latest release, Hew^ 
son's are nearly ready to send 
Pyracurse winging its way out to 
the shop shelves. 

Written by Keith Prosser and 
Mark Goodall, the game takes 
the player back to the 1930 r s and 
the action takes place in a multi- 
level tomb in the middle of the 
South American jungle. Famous 
archeologist, Pericles Fertiber- 
ton-Smytne has gone missing — 
he set out to explore the tomo of 
an ancient god and never ret- 
urned. Now his daughter, Dap- 
hne* is on the trail of her father, 
accompanied by a newspaper 
reporter; Legless OTfconnell, a 
dog and one of her father's 
friends from the British Museum 
— Professor Kile. 

The game is controlled Avahn 
style, using the keyboard or a 
joystick to manipulate a set of 
menus in the status area, press- 
ing fire to make a selection. 
During play, you can swop 
control between the four char- 
acters, and issue commands to 
your col leagues if they are in the 
immediate vicinity. 

Each character has a unique 
personality, with appropriate 
attributes — the reporter, for 
instance, is a stereotyped hard 
drinking hack who's big, brave 
and regularly drunk. Daphne, on 
the other hand^ is a feminine 

X, who faints quite often 
n she's frightened and is far 
from being a muscle-bound 
hulk 

The playing area scrolls smo- 
othy inside a large window on 
the screen, with the character 
you control remaining roughly 
in the centre as the scenery 
moves around him or her. In the 
final version of the game the 
window will be a little smaller 
than it is shown here — Keith 



and Mark have enlarged it to 
make pi attesting that bii easier. 
Pyracursa should contain three 
or four levels — the final deci- 
sion has yet to be taken — and 
there will be around 250 scre- 
ens-worth of Andean environ- 
ment to explore- 

Suitably tomb-like nasties lurk 
in the dame. Mummies and 
animated statues are more than 
willing to cause a bit of grief to 
the adventurers, and pits and 
traps have been set in the tomb 
by the artisans who built it. 
Treasure and items vital to 
completing the game success- 
fully have also been hidden 
away and need to be found and 
collected. The characters don't 
have energy levels which are 
depleted by attacking nasties as 
in most other games — they 
either survive or are ripped limb 
from limb, literally! Fortunately, 
the chap who's tomb this is, 
developed en enzyme which he 
used to regenerate his physical 
form, thus attaining immortali- 
ty, Sadly, the Spaniards killed off 
all his followers and no-one was 
around to sprinkle the enzyme 
on the ex-god's corpse. So he 
died, The enzyme can be found 
in the tomb by the explorers, 
however, and used to regener- 
ate a killed companion, 

Although Daphne is being 
paid by the newspaper, which 
has send Legless to cover the 
story of her search for Daddy, it 
is important Th<rt she fi nds him, If 
he's alive, she picks up a lot of 
loot from the paper and will be 

(3 leased to be reunited with her 
ether. If he's dead. Daphne will 
be sad — but at least shell be 
able to prove that Daddikins is 
no more to the solicitor who is 
holding his estate in Trust for 
her, and she can at last inherit a 
fortune. 
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RESCUING A DAMSEL 
IN DISTRESS . . . 

Elite Systems are on the verge of releasing another arcade conversion. GHOSTS AND 
GOBLINS. Gary Liddon bemoans the fact that the finished version didn't quite make it in time 
for a full review * . . 

Well there he is, kneeling in front 
of his intended just about to pop 
the question and what should 
happen but a very big nasty 
demon person appears in a puff 
of smoke. Swooping down qui- 
ckly, the demon digs his talons 
into the fair maid and makes off 
with her to his palace far, far 
away; The brave knight, after 
seeing his rnisuss dragged off 
by a scaly monster with a ser- 
ious complexion problem, is 
very annoyed indeed and dec- 
ides to rescue his fair bride-to- 
be, post haste. 

If you're the Demon King and 
have the ability of flight as well 
as the front door key to the 
castle, then getting to the palace 
is really quite easy, even if 
you're weighed down by eight 
stone of screaming damsel. If 
you're the knight in Elite's con- 
version of the Capcom arcade 
game, Ghosts and Gobtins, 
however, an evil tortuous path 
stretches before you, guarded 
by a fair host of evil nasty men, 
submen, and creatures not even 
remotely manlike but still very 
nasty nevertheless. 

The route to the De m on Ki ng 's 
castle is split into sections, and 
each section has its very own 
bona— fide Devil fervently guar- 
ding the portal to the next sec- 
tion. These cloven hoofed mea- 
nies take a fair old pounding 
before withering up and dying, 
but the merest touch from their 
talons kills a chap dead . 

Mr Knight is a very versatile 
type of person indeed and can 
perform all manner of different 
actions activated via the key- 
board or a humble joystick. Left 
and right are fairly straightfor- 
ward, though the knight himself 
generally doesn't move — the 
landscape behind him scrolls 
by. And how nicely it scrolls too, 
quite an achievement for a poor 
little Spectrum. The scrolling is 
very, very smooth indeed: while 
the game was being played it 
even had" the odd passing Com- 
modore owner looking twice. 

Jumps are quite handy for 
leaping the odd encroaching 
nasty, while down causes our 
hero to squat, hunched against 
the ground in missite -avoiding 
mode. The fire button activates 
the weapon currently held by 
the knight, To begin with, the 
knight is equipped with a good 
and trusty sword and the fire 
button sends out a stream of 
sword lets in front of the hero 
whenever it is pressed. Pot 
dragging zombies emerge from 




i 



Your knight hmw just takm m hit and scetnpen through thm 
undergrowth in his undies 



the ground in the graveyard, and 
if they are killed,, a weapon is left 
on the ground. Running over a 
grounded weapon effects an 
exchange. Some of the weapons 
available are very useful indeed, 
while others have a very limited 
range. 

Encased in a suit of armour, 
the knight is not killed by the first 
blow landed by an attacking 
felon, but he loses his tin suit 
and is left to run around in his 
long johns. The second hit from 
d baddie results in death, Still, 
with eight lives in store all is not 
lost — out the knight returns to 
the start of the current level 
rather than continuing from his 
deathbed. 

There are four levels in the 
game — the first begins in a 
graveyard, replete with head- 
stones and zombies which 
emerge from the ground. A little 
further on r death spitting plants 
are encountered before the hero 
has to board a raft to cross a 



stretch of water and reach the 
second half of the first tevel 
where witches riding broom- 
sticks wait, ready to dive-bomb 
him. If he gets past the witches 
and defeats the demon guarding 
the doorway to the ne*t level, he 
enters the ice palace. 

The ice palace is a zone of 
platforms and ladders which 
scroll behind the hero in all four 
directions. Scampering, up and 
down walkways the lovelorn 
lothario has to avoid or kill the 
nasties before escaping to the 
Gorgon level. He suddenly finds 
himself in a town, where the 
buildings house evil flying gor- 
gons. A window shutter pops 
open suddenly and zzocm, out 
flies a nasty. Shinning up lad- 
ders and stomping baby dem- 
ons is all part of the fun on this 
level. 

After the last guardian has 
been despatched, the knight can 
enter the cavern system that 
leads to his beloved, held cap- 



tive at the end of the game by the 
Demon King, 

Ghost and Goblins was pro 
□rammed by Keith Burkhill, 
freelance byiesrnith respons- 
ible, among other things, for 
Commando, Popo and Missile 
Attack, Living in Wales Keith 
really isn't all that far from sunny 
Ludlow, So when we accident- 
ally managed to corrupt the 
preview copy of the game sent 
from Elite's HQ r Keith agreed to 
bring his latest version along to 
CRASH Towers in person, and 
we snapped away merrily. 
These shots are likely to be very 
close indeed to what the end 
user (you) is going to receive as 
Keith reckoned he J d have the 
whole thing finished within a 
couple of days of his visit. Sad I y , 
this was just a tiny bit too late for 
a full review „ * „ 

Next month's CRASH should 
contain that full review, but it 
looks I ike the game wil I be o n t he 
shelves before we get to tell you 
all about it. Meanwhile, why not 
turn to pages 38 and 39 of this 
issue, for a little more news 
about Ghosts and Gobftnsl 
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£9.95 




AND THEY CALL THEMSELVES 

ADULTS!!! 



The times they've' 
left you at home 
because 'you're not 
grown up or 'not old 
enough to come to the pub' 
and look what they get up to 
when they get there! Here's your 
chance to find out what it's really 
like in those smoke filled haunts 
of adulthood. The opportunity to 
see how good you are at these 
ADULT?? games. 
Why let the mums and dads 
have all the fun. Pub Games can 
be a laugh for everyone. 



TL 



BAR BILLIARDS - DOMINOES 
DARTS -TABLE FOOTBALL 
POKER & PONTOON 
BAR SKITTLES 

Commodore 64/128 - Spectrum 4SK - Am 
Available soon BBC - MSX 

Alligata Software Ltd., 1 Orange Street, 
Sheffield S1 4DW, 
Tel: (0742) 755796 



ALLIGATA BITES BACK 



ALLIGATA BITES BACK 



BITES 



3 



TANTALUS 



Producer: Quick si I va 

Retail price: £8-96 
Author: Paul Ha rg reaves 



^^^he interstellar war ts over 
jaL and the enemy Jaglan 
H Group has finally been 
wiped-out , . ► bar one member, 
who has taken refuge on the 
planet Tantalus, The Centurj 
Alliance is eager to dispose of 
this deviant, so a special task 
force is sent to Tantalus to eradi- 
cate him. 

Years ago, human combat 
was abandoned in favour of 
wars between specially created 
mutant soldiers. Mutants were 
developed for domestic and 
menial jobs, but a certain type of 
mutoid has been genetically 
engineered as the ideal fighting 
be Tny. With sharp reactions and 
inbred cunning, they are ideally 
suited to tacKle the Tantalus 
Problem. 
Four mutoid Spikes under 

Tour corn mend are on the planet 
antalus and it s up to you to 
negotiate a way around the 
booby-trapped defences and 
assassinate the Jaglan criminal. 
Four against one? Couldn't be 
easier Ho, ho. Tantalus is a veri- 
table rabbit warren of under- 
ground caverns and hidden 
passageways, over a thousand 
locations in all. The Jaglan 
deviant hasn't wasted his time. 

All those years in self- 
imposed exile have been spent 
setting up defences. Forty-eight 



different sorts of alien form a 
grand welcoming petty for you. 
Forty-eight types of alien with 
sixteen different flight patterns, 
each one a different challenge. 
Although the mutant spikes are 
near perfect fighters, they are by 
no means invulnerable. Apart 
from the nasties floating around 
Tantalus, the deviant has 
ngged-up some pretty devious 
devices to ensnare intruders: 
lasers fire across gaps; lasers 
shoot down from the ceiling; 
roof spikes impale passers-by; 
bubbling vats of acid have to be 
avoided and sinister looking 
grabbers winch down from the 
ceiling and do nasty things. 
There are dissolving walls, 
seemingly innocent doors that 
suddenly destroy you and 
apparently inanimate objects 
that are really rather deadly 

Before you can even think 
about eliminating the Jaglan 
deviant r thirty two deadly doors 
must be found and opened with 
the right key. 

The mutants don't look much 
like the ultimate fighting cre- 
ation — more like strange 
cuddly toys with no hands or 
feet and mohican hairstyles. 
They start off with jet packs and 
can zoom around the fortress. 
Going through an airlock 
removes the jetpack, and the 
range of movement thereafter is 
limited to left, right up P down 
and jump. In jet pack mode. 




Having just passed through an airlock on the bottom af the 
s creen, the Spike has lost the Jst Pack and is about to past 
through a iasar curtain 



Spikes can make themselves 
invisible for a few moments — 
very handy when in an awkward 
spot, 

Spikes are provided with an 
elaborate weapon system. Ttiey 
have six weapons, each of which 
fires in a unique pattern and can 
only be used for a limited period 
of time before being allowed to 
recharge. Panels on screen 
monitor progress, showing how 
many doorlocks have been 
opened, the condition of each of 
the six weapons and the number 
of lives remaining. 

This is the first game in a 
trilogy from the author of Glass - 
more to follow in due course . . . 



CRITICISM 



r 



• " Tantalus didn't appeal to me 
at all, mainly because I've seen 
so many games like this before. 
Arcade /ad ventures aren't new 
and to make any impression on 
me, such a game has to have 



Spike in his Jet Pack zooms along directly simve a ramped 
stairway, doing hattfa with a gang ofaHans 




something different or original 
about it. This game hasn't. The 

graphics are nice and colourful, 
ut not particularly well anima- 
ted. The only bit I liked was the 
six types of weapon available — 
apart from that I got bored 
rather quickly, I'm afraid. " 

• M As shoot em up games go, 
Tantalus is excellent, ft is both 
addictive and very play able. The 
use Of colour is terrific — the 
whole screen is covered in it, but 
f couldn't spot any colour dash. 
This game had many nice 
touches* /ike the different 
weapons. As you blast your way 
though th& hundreds of sprites, 
the graphics and backdrops are 
well detailed and stand out 
Eliminating the enemy is 9 
massive task to embark on: 
overall, no disappointment in 
the game, which is very play- 
able " 

# " Though not a mega- 
fantastic game, 1 enjoyed play- 
ing Tantalus for a while. Colour 
is very nicely used and the 
game, while being very difficult, 
is good fun. I like it more than I 
did Ouicksilva's last release, to 
say the least The playing area is 
a bso lutely massi ve r a ndl found I 
could wander about for ages 
without having to recrOSS my 
route. The concept of mutant 
punkoids is great, and I want one 
toolf Tantalus is b\g r colourful, 
fun and very difficult: 1 like itf " 



1 



COMMENTS 



f 



Control h*r$: 0 thrust/ jump, A 
change weapon, 0 left, P right, 
Mfire 

Joystick: Kempstoa Interface 2 
Keyboard play: fine 
Use of colour: lots of it — 
perhaps a little garish 
Graphics: densely packed, lots 
of variety 

Sound: raspy spot effects 
Skill levels: one 
Screens: 1024 
General rating: A targe, 

colourful and playable game 



Use of computer 77% 

Graphics 79% 

Pfayability 80% 

Getting started 80% 

Addictive qualities 76% 

Value for money 75% 

Overall 71% 
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THE SECRET OF 



LEVITATION 



Producer: Americana 

Retail price: £2,99 
Author: Michael 



Americenas first Spec- 
trum budget game pre- 
sents nine little puzzles to 
test and train your reactions and 
vfsual abilities on the path to 
comp I ete m ind-o ver-matter 
control. After each test you are 
shown a screen with a Sidha in 
his meditative position. The 
higher your score in each rndi- 
v iduaj game, the higher the holy 
one rises on the reward screen 
c*nd the closer you oet to mast- 
ery of Legation. So the inlay 
says, at any rate . . . 

The first test evaluates your 
reactions. The screen shows 
four numbered Sid has. Pressing 



dock. Only times of forty sec- 
onds or less lead to respectable 
scores here. 

Mind-body Mastery is the fifth 
game. Eight mazes have to be 
traversed in lees than 1 minute 
40 seconds. Contact with the 
maze wsl I s adds a penalty to the 
dock. 

Eight numbered shapes ap- 
pear at the top of the screen in 
the sixth test of Agile Alertness . 
As the Sidha moves along under 
each shape on the main screen, 
its identifying number has to be 
keyed in. Complete the game in 
less that 45 seconds to get closer 
to spiritual perfection. 

toner Integration requires the 
player to spot angular shapes 
hidden in abstract patterns, tra- 
cing the outlines with a cursor. 
Alt ten patterns must be found fn 
under 1 minute 40 seconds. 

The final test. Fluent Function 



AmawJnflt T&stmg Mind-Body Mastery ott the oath to 
periectmn 



T causes one of them to disap- 
pear at random. As soon a Sidha 
leaves, press the corresponding 
number key . . . Two clocks at the 
top of the screen show how fast 
you reacted. The aim, as in all 
the tests, is to score 1000 points. 

Vibrant Vision is test Number 
Two. The screen shows a square 
with a doorway in the middle. 
Two I ines apnea r for a fraction of 
a second behind the door, one 
line slightly fonger than the 
other — you have to decide 
which one is longest. 

For successful I epilation the 
eyes must move in penfect har- 
mony with the body. Using the 
joystick for the next test you 
must keep the Sidha as close as 
possible to a moving target. The 
routine lasts two minutes, and 
points are lost for straying too 
far from the mobile target, 

The fourth test involves mat- 
ching shapes to numbered ex- 
amples in e race against the 
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rnvolves counting rows of little 
Sidhas and entering the tally 
into the computer. Second time 
around, the symbols change 
and become digits just to add to 
the confusion. 

The eight games are accessed 
from a menu, end can be prac- 
tised over and over until per- 
fection is reached. At any stage, 
calling up the Levi gram pro- 
duces a graphic display of your 
achievements so far on the path 
to perfection. 



CRITICISM 



• * The Secret of levitation b 
one of the strangest game* I've 
ever played and reminds me of 
the firat games that you typed in 
from magazines. The bask idea 
is very smpJe end the graphics 
are vety basic The game does 
have a certain something, how- 



Sidfm takes to ffte air, performing my fUcnf magic after* 
score of f T O00 points fats been c'ocfterf up 




that keeps you at it far 
ages, I played The Secret of 
Levitation for about en hour 
before I got bored with it and I 
still hadn't taken off, I'm sure 
this game would have been 
better priced at £1.99, hut not a 
bad effort at the budget 
market " 

• "/ haven't seen a game like 
this for ages, f was beginning to 
bef/eve that software houses 
bed team their fesson that 
games /ike this don * self, even ft 
they are dressed up with an 
origins/ name. / didn't reafty 
have any Joy playing this game. 
The graphics are a /tttfe poor — a 
few floating Gurus here and 
there — but they do their fob. 
The sound is a/so sub-average. 
Not much here to keep me int- 
erested for any length of time, " 

• " I might have liked this game 
if there was a bit more to it. As it 
is, it's just a series of simple 
puzzles. Maybe some would 
argu e that nine totally different 
games represent good value for 
money at £2.99, but I'm afraid I 
just don't agree. The graphics 
are below par, and much more 
could have been done to bring 



this product up to the sort of 
standard I expect, Overall,, a very 
BASIC game that I don't think is 
worth much of anyone's time or 
money. " 



COMMENTS 



r 



Control keys: different for each 
sub-game 
Joystick; Kempston 
Keyboard play: no problems 
Use of colour: simple 
Graphics; simplistic; 
Sound: beepy tune Tets and so 
on 

Skill levels: one 
Screens: 9 little games plus 
score screen and levitating 
monk 

General rating : Not a stunning 
start to a new range of software 



Use of computer 
Graphics 
Playabitrty 
Getting started 
Addictive qualities 
Value tor money 



42% 
39% 

55% 
44% 
48% 
45% 




YOUNG ONES 



Producer: Orpheus 

Retail price: £7.95 
Author: Richard Wilkin* 



The saga of crazy-wacky 
student antics continues 
with Vyvyan, Hick, Mike 
and Neil competing for social 
domination in their seedy stu- 
dent digs. Comrade Bofowski, 
their landlord, has had enough 
of their sfoveny living habits and 
is turfing all four out. You must 
hetp them pack up their belong- 
fngs so they can leave. 

To start r you choose which 
Young One you want to become, 
and a different set of belongings 
has to be gathered up for each 
character. The characters all act 
appropriately: Mike, for inst- 
ance, wants to take his toud ties 
while Rick won't leave without 



his anarchic girlie dresses. Each 
character has to collect his 
belongings and put them into 
the appropriate moving -out 
container. Rick packs a rucksack, 
Neil has a wheelbarrow, Mike 
uses a suitcase and Vyvyan cho- 
oses the bin liner. Once these 
have been located it's a case of 
pottering around the house try- 
ing to get things together. Pack- 
ing is made difficult because the 
other three also pick up some of 
your character's property, 

The game is controlled vis a 
nested menu system, with three 
main options: Action; Talk and 
Walk. Action enables you to pick 
up, drop, open, close, eat or 
smash objects. Talk puts words 
into your character's speech 
bubble — paying attention to 
what is said provides clues to 
the whereabouts of objects The 
walk option a Flows movement 



round die property. 'Walk 1 " acc- 
esses a list of rooms, and select- 
ing the required location moves 
your character. The radio and 
T.Vto provide hints, too. 

Once your character has pack- 
ed up all his belongings he is 
free to leave the house and 
search for somewhere new to 
crash for the night * * * 



CRITICISM 



r 



v i itsFB ts nornmg bdqlti m is 
game that stands out or impr- 
esses me in any way. It's un- 
pbiyaMe, unsddictivs and gene- 
rally boring The graphics, al- 
though colourful, are full of 
colour clash; the character ani- 
mation is jerky and a bit flickery 
and the sound is limited to the 
Odd spot effect here and there. 
The one thing that really sur- 
prised me was the swearing! It 
isn't something that I've come 
across before m computer 
games. There isn't much to this 
game. I doubt even ardent fan* 
of the series Willi 



9 m t really wanted this to fie a 
good jaw, but it's the exact 
opposite: useless. The inlay is 
highly amusing, but largely irr- 
elevant to the gzme! The things 




Seating ACTION on the menu system, white Mike vkplains 
bistai fattiainmg system and ftte/f hit s nrobtems with a heavy 
piece p^macAma/v 



said inside the speech bubbles 
are initially quite amusirtg, as 
you see the characters saying 
things you hear them say on the 
T V v but after a while the lang- 
uage gets pretty appalfing. The 
graphics are small end uninter- 
esting, and colour clashes occur 
everywhere, I think The Young 
Ones is really sub standard. 
Orpheus' slogan reeds 'never 
look back', f wouldn't waste my 



time even turning around for a 
game that's as bad as this. " 

ft *' Yes, the TV series was great 
but I'm afraid The Young Ones 
computer game is a terrible let 
down. All it seems to be is an 
excuse for Orpheus to put a few 
swear words in the game and 
think that ^e kids' will (ova it. 
One problem with the idea, th- 
ough, you Ve got to have a game 



to start with. Not so in this case, 
The only relevance to the TV 
aeries is that there are four 
'guys 1 living in a building. You 
can't really play The Young 
Ones seriously in my opinion — 
more fun is had watching the 
other people in the house walk- 
ing around saying very stupid 
things. When I played the game 
property I got very bored, as 
there isn't much to It. I can't 
recommend it. w 



COMMENTS 



Control keys: P page up menu, 
ENTER page down menu, Oto 
salect 

Joystick: Kempston, Cursor 
Keyboard play: responsive 
Use of colour not very subtle 
Graphics: just adequate 
Sound: blips and burps 
Skill levels; one 
Screens: split screen play area 
General rating : Oh dear I 



Use of computer 56% 

Graphics 49% 

Payability 42% 

Gettmg started 44% 

Addictive qualities 40% 

Vafue for money 40% 

Overall 42% 



CONGRA TUL 



R + R Distribution 
congratulate Crash Magazine 
and wish them continuing 



R + R Distribution the supplier 
of home computer software to 
Crash, Zzap and A m tix 



success. 



r 1 
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FRIDAY 13th 

- 



Producer: Domark 

Retail price: : 



■ f you've seen the filrn(s) then 
I you'll already know the bacfc- 

■ ground to this game. For the 
benefit of those who missed 
them, here's a quick summary: 
people staying at a quiet holiday 
camp at Crystal Lake find their 
peace shattered when a young 
boy, Jason, accidently drowns. 
His mother is so distraught at his 
death that she blames the other 
campers who did nothing to 
save him. One by one they are all 
murdered by Jason's Mum, until 
only one girl remains alive. She 
manages to kill Jason's psy co- 
path fc mother. All alone in the 
middle of the lake r the lone sur- 
vivor waits while slowly the 
ghost of Jason rises from be- 
neath its murky depths to take 
his revenge. 



immune from the growing fren- 
zy of your fellow 
su n worshippers . 

The status of your character 
during the game is displayed at 
the foot of the screen. Three 
windows are used to indicate 
the levels of panic, strength and 
sanity you possess, Gradually, 
as panic levels rise, the hair on 
the head of a little portrait in the 
status area begins to stand on 
end. An ice hockey mask — as 
worn by Jason — fills in on 
another window to indicate the 
menta I state of the characte r you 
are playing, the more mask the 
madder you aref Strength is 
displayed via a barbell which 
rises and faite r mirroring the 
physical status of the hero or 
heroine of the tale as it unfolds. 
Ten little icons on the right of the 
status area represent the camp- 
ers at Crystal lake, and as Jason 
eliminates them their figurines 




Chug chug go« s th* tractor. &urj^urigo«t the 
g<ms Jason, in Domark * FftiDA Y 13th 



KM * ill 



The game picks up where the 
film leaves off, You are now a 
camper at the ill-fated holiday 
camp and Jason, predictably 
enough, is still wreaking havoc. 
It is up to you to find a sanctuary 
which Jason won't enter and 
then persuade the other nine 
campers to join you there before 
Jason sends them on perman- 
ent holiday. 

At the start of the game the 
computer selects one of the ten 
campers at Crystal Lake, and 
you take on his or her person- 
ality. The holiday makers all 
have individual personalities 
and react differently during the 
game according to their parti- 
cular strengths and weaknesses. 
Jason is a coward fy soul and 
always attacks the person 
whose panic level is the highest 
Although it ie up to you to save 
your friends from a grizzly 
death, you are by no means 
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are replaced with tombstones. 

Jason scampers around the 
playing area selecting weapons 
from has arsenal and eliminating 
campers one by one. starting 
with the most panic stricken 
holiday maker. The ultimate aim 
of the game is to save alt the 
campers from an untimely end 
by killing Jason before he kills 
them. Although he's a homicidal 
maniac. Jason is frightened of a 
cross which can he found on the 
campsite — collect this and 
deposit it in a room and Jason 
can't harm anyone who stays 
with the cross, 

Once a sanctuary has been set 
up by depositing the crass in the 
bam, church or house, you must 
persuade your playmates to take 
refuge. Walking up to a camper, 
it r s possible to shepherd him or 
her to the Sanctuary you have 
established. These people are 
on holiday, however, and des- 




Huff of thm team ofommpmrs who "holiday" in FRIBM Y 13th, 
the jolty murdering gmmm from Domark 



pite the fact that there's a 
murderous loony at the resort 
they re determined to have fun) 
It is quite hard to get them to 
stay indoors, and they regularly 
wander off to go sunbathing or 
even swimming in Crystal Lake. 

Jason looks just like a regular 
holiday maker — he can only he 
spotted when he's killing some- 
one on screen. As it is imposs- 
ible to distinguish Jason from 
the other characters, you may 
try to lead him to the Sanctuary, 
in which case he scares the 
campers off, and you have to 
move the cross to another loca- 
tion, set up a new sanctuary and 
start herding the campers to 
safety once more. 

To even the odds a little in the 
game, Jason is careless with his 
weapons, leaving them tying 
around, There are ten in ail and 
you can pick up and use a 
weapon you come across. Only 
one death dealing irnpliment 
can be carried at a time, though 
— there's no point in getting 
greedy. If you succeed in saving 
all the campers and kill Jason 
too, then he takes on the per 
sonality of your character and 
the game moves to the next 
level of difficulty where you 
assume the persona of another 




• " There was a lot of hype over 
this game, in fact the Newsfiekl 
office is stil knee deep in head- 
less rubber bats and plastic 
knives from Domark s visit a 
few months ago. After playing 
the game for a bit I feel that 
most of the hype was unjusti- 
fied Graphically, Friday the 13th 
Pvasn" t very much to offer; the 
character* are bkrcfcy. undetail- 
ed and lerfcy as Is the playing 
area. I ako had a few problems 
accessing different screens So 
after a short time I had just 
about given up wfth this one, 
although I did go on to nearly 
complete the first level The 
only thing that realty appealed 
to me about this game is that 



mends and get millions of 
points by replacing the cross in 
the same room. I wouldn't rec- 
ommend Friday the 13th 

though cos compelling It 



• " The film is great with Jason 
running around chopping peo- 
ple's heads off, but disappoint- 
ment hits me once again, tf 
Domark had tried, Friday 13th 
could have been a good game 
with such a scary storyline. On 
the inlay it says 7ockali doors* — 
but why? No spectacular graph- 
ics, and a few colours on hut/d- 
ings and more would be better. 
Sound is scarce as not much 
came to my attention through- 
out the game and qualities tike 
this aren't going to keep your 
eyes on the screen or fingers on 
tne keyboard for long. Ail f can 
Suggest is dose ail windows and 
doors, hire a video and watch 
that instead. " 

• * For a while it seemed that 
Domark's standards were actu- 
ally improving — Gfediator real- 
ly wasn't that bad. Friday the 
f3th t however, sees the return of 
that old Domark bad taste and 
ineptness of production. I'm 
sorry, but it's just absolutely 
awful. What's really bad is that 
as with most naffo releases, the 
programs main selling period 
wfll be over by now end any 
punter wh o was going to be had 
by the excessive hype already 
has been. For anyone consider- 
ing buying this release the 
fairest thing to say is have a look 
at it first as anyone who then 
thinks it's quite decent deserves 
the horrors that the game Is 
replete with. " 



COMMENTS 



r 



Control keys: Q up, A down, O 
left. P right. M fire 
Joystick: Kempston 
Keyboard play: adequate 
Use of colour: not subtle 
Graphics: rather crude, a bit 



grotty 
Sour 



ind: the screaming the start 
is the best bit 
Skill levels: 5 

K scrolling play area 
ling: Oh dear, oh 
dear, 



Use of 

Playability 
Getting started 
Addictive 



Value fof money 



44% 

31% 
38% 
45% 
32% 
25% 
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n Bounder you have 8 
little bouncing tennis ball 
to play with — but you're 
not going to be playing tennis, 
The whole idea of the game is to 
guide the ball through screen 
upon screen of obstacles while 




C :,: 




P - " t H 


- p 









Thosfr round doobriez in the middle of the screen are 
p| to/epprr f ermiita/t- Land on one and you arrive on the other. 
A couple of patrolling Pierrots are in flight on the edges of 
t no screen, too 
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bouncing along the pathway of 
hexaaonaf paving stones that 
scrolls down the screen. It's a 
platform game with a 
deference! 

There are 1 74 screens altoget- 
her, split into ten levels — your 
little bouncing tennis ball is 
realiy going to nave his work cut 
Out for him. The most general 
rule is to avoid anything that 
moves, and only bounce on the 
hexagonal parts of the screen. 
This isn't as easy as it might 
sound because all manner of 
nasties have been put in your 
way. There are piles of jagged 
rocks, stone walls which have to 
be circumnavigated, not to men- 
tion the odd light scattering of 
broken glass which punctures 
even the most resolute of tennis 
balls on contact . 

Apart from the rocks and 
glass, a range of mobile nasties 
patrol the playing area intent on 
bursting your Tittle bouncing 
chum. Binoculoids whiz? round 
trying to knock the ball off 
course; Moscita birds swoop 
down on you; S be kits, Chomper 
Domes and Exocets do their best 
to live up to their names . , , you 
must negotiate your way around 
them all. 

A stock of seven little tennis 
baits is provided at the start and 
a fife is lost every time you stray 
off the yellow pathway or mix it 
with the nasties. There are a few 
allies in the environment, how- 
ever, and the whole world isn't 




At first glance Bounder 
didn't seem to be a promis- 
ing game,, but things soon 
changed! Tve got to give it 
to Gremlin Graphics for 
originality — I have never 
seen a game like it before. 
Once you start off, bounc- 
ing all over the place, it 
becomes quite addictive, 
operating your ball and 
dodging low flying birds 
and other weird looking 
nasties. Okay, so there's 
only one colour per level, 
which some people might 
find a bit off-putting and 
dull, but the fast semiring 
makes up for the lack of 
colour. GamepJay is quite 
fast so you don't get bored: 
there's no way this one can 
pet monotonous. Bounder 
is a game 1 can 
recommend. " r 



set against ol' Bouncy, Land! no 
on a square with an arrow in is 
supercharges the next bounce 
and the ball can stay in the air for 
twice as long as usual. Teieports 
warp the ball to the next teleport 
square, thus avoiding any nas- 
ties lurking in between, Myster- 
ious question mark squares 
conceal surprises: landing on 
one reveals the secret, which 



Producer: Gremlin 
Graphics 
Retail price: £7.95 
Author: Sean 
Hal I i n g wo rt h , C h ris 
Kerry, Marcos Dry roe, 
Peter Ha trap 




may be some extra bounces for 
the Bounces meter at the bottom 
of the screen, an extra life or two 
— or a nasty shock may be in 
store . - , 

At the end of a each level, you r 
tennis ball is booted through a 
goal and it's on to the bonus 
screen, YouVe presented with a 
screen full of question marks, 
each of which holds a worthy 
number of bonus points. The 
Bounceometer in the status area 
reveals how many boings are 
available to you on the bonus 
screen, and economical jump- 
ing is called for rf max mum 
points are to be collected from 
the quest ion mark bank! An ex- 
tra bonus is awarded if the ball 
lands on air the bonus squares 
on the screen. 




" Bounder is just brilliant, i 
would say that the overall 
garneplay is definitely the 
best out of the three mach- 
ine versions I've seen and 
the graphics are up to the 
very high quality that I've 
come to expect from G rem- 
13 n. The game idea is very 
old — a platform game — 
but the new angle put on 
the view of t he action gives 
ft whole new dimension, 
literally. The presentation 
Is excellent with good 
packaging and an excell- 
ently drawn title screen — 
there's even a little ditty to 
accompany the scrolling 
messages below the menu. 
The graphics consist of lots 
of vary detailed baddies 
and goodies. Bouncing 
around is animated brilli- 
antly, and the addictive- 
ness Is greatly increased 
because of the bonus scr- 
eens which tan improve 
your score tremendously 
The great play ability 
means you'll be coming 
back to this one long after 
you bounced your first 
balL " 



During play, the bail bounces 
of its own accord; getting larger 
and smaller as it moves in rela- 
tion to the ground — if left to its 
own devices, it ploughs on- 
wards suicidally — so it s up to 
you to try and guide it awa y f rom 
certain extinction. If the ball 
does stray off the straight and 
narrow {although there's no str- 
aight but plenty of narrow in this 
game J it plummets into the 
abyss below and a new ball pops 




"This was one of the 
Commodore games that 
got played in the ZZAP! 
office next door by every- 
one. It has lost sqme app- 
eal in the conversion onto 
Spectrum but it's good fun 
nevertheless The graphics 
are fairly good, and the 
playing area is very com- 
plex: so it's often quite hard 
to tell what is going on. The 
character s are all very nice- 
ly drawn and animated al- 
though they do tend to 
blend in with the surround- 
ings a little, The sound is 
about average I suppose: 
there are a few spot effects 
during the game and ft very 
nice tune on the title scr- 
een, Generally I'm not one 
hundred per cent impress- 
ed with this one. but it is 
quite playable and 
addictive. 



up on a different part of the 
screen, usually where you least 
expect it. 

One little yellow tennis bafl is 
definitely dreaming wistfully of 
Wimbledon this year . . . it's 
much safer on the tennis court, 
even if you do get to hear some 
rude words. 




Control keys: Q left, W 
right, L up, P down, M 
toggles pause, BREAK to 

3 ult 
oy stick; Kempston, 
Cursor, Interface 2 
Keyboard play: very 
responsive 

Use of colour: simple but 
effective * 
Graphics: very neat 
animation, smooth 
scrolling 

Sound: jolly title tune plus 
spot effect 

Skill levels: one, ten levels 
to game 
Screens: 174 
General rating: Avery 
Original platform variant, 
neatly executed 



Use of computer 
Graphics 
Play ability 
Getting started 
Addictive qualities 
Value for money 
Overall 



88% 
91% 
90% 
90% 
89% 
88% 
90% 
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fabreman is backt After 
escaping from Under- 
wtitide via one exit which 
took him into Knight Lore and 
problems with a spot of lycan- 
thropy {LMLWDJ, he can now set 
out on the quest for the 
PENTAGRAM, 

Leaving Underwurlde, Sabre- 
man pauses only to snatch up a 
copy of the Grand Arch Wizardry 
spell book before stomping off 
into the forest. No pith helmet 
for Sabreman this time — he 
scampers round in a hooded 
cloak, and dan defend himself by 
hurling sparkling balls of magic- 
al energy. 

And defend himself he must, 
fbr the forest is inhabited by a 



Producer: Ultimate 
Retail price: £9.95 
Author: Ashby 
Computers and Graphics 
Ltd 



are not deadly — just a nuisance, 
getting in Sabreman' s way and 
making life more difficult. They; 
too, can be despatched with a bit 
of well-hurled magic. 

As is usual with Ultimate 
games, the inlay doesn't contain 
too many hints about the quest 
on which Sabreman has emba- 
rked, but it seems that sections 
of the PENTAGRAM must be 
gathered up and bathed in the 
waters from a well that lurks 
behind a wall of mantraps — 
runes must be found too, and 
then the PENTAGRAM finally 
becomes Sabreman's personal 
possession. 




variety of unpleasant creatures 
that have a habit of suddenly 
materialising at just the wrong 
moment. Witches riding broom- 
sticks and sleepwalking zombies 
can be capped with a quick burst 
of magic, but their touch, like 
that of the unzappable spider 
creatures, is deadly, Sabreman 
only has a stock ot five lives to 
hand* so care needs to be taken 
when killer nasties are in the 
vicinity. 

Other manifestations, includ- 
ing ghosts,, giant lice and amor- 
phous blobs also turn up in the 
game from time to time, but they 
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" Ultimate have finally rel- 
eased one of the follow ups 
to Knight Lore and what a 

food follow up it is too. 
he graphics are of course 
in the Ultimate style, but 
people shouldn't complain 
cos it's a good idea and 
why shouldn't they use it 
over and over again? Ulti- 
mate, I feel, have put in 
more of a range of detailed 
graphics than the other 
games, and the nasties 
that keep materialising are 
very good and add to the 
whole game immensely, 
which means that there $ 
no hanging about in your 

Suwt for the PENTA 
RAM. I don't think you'll 
get bored with this at all At 
ten pounds it presents 
better value for money 
than their other releases, 
and it's a must (or all arc- 
ade /adventure players, " 



The forest locations through 
which Sabreman passes on his 
quest are presented in the same 
3D perspective Ultimate used in 
Alien 8 and Knight Lore, and the 
control system is also similar: 
the robed adventurer can only 
walk and jump forwards, and 
has to be rotated until he is 
facing in the appropriate direc- 
tion before a move is made. 

Progress through the locat- 
ions is not always straightfor- 
ward — sometimes sheets of 
spikes or mantraps block the 
pathway and have to be hurdled. 
Objects, including tables, logs 
and blocks of stone can be 
moved by shoving them or firing 
a btast of magic — handy, 
because getting through some 
locations is a problem in itself. 
Evil looking dogshead guard i 
ans patrol some of the entrances 
and exits, making trips between 
forest locations rather tricky. 

A tune plays on the title screen 
and once the start key has been 
depressed, a few seconds elap- 




"Well what a long wait 
but at last it's here! Penta- 
gram is not that different 
from the rest of the trilogy 
Of 3D games: nevertheless 
it presents a considerable 
challenge to complete and 
map, I still think Ultimate 
are lead the fie Id at this sort 
of game, although Ocean's 
Batman is perhaps the best 
of the rest. The scene is 
well set by the packaging 
which creates a good atm- 
osphere. Sabreman is con- 
trolled easily and precisely 
with no delay, although I 
noticed that the action 
tended to slow up when 
there was a lot on the 
screen, but that's not such 
a bad point — it gives you a 
chance to realise where 
everything is Definitely 
another one to add to your 
Ultimate arcade adventure 
collection . , « w 



se before the game begins — 
Sabreman doesn't begin his 
adventure from the same part of 
the forest each time, and the 
objects that have to be collected 
aren't always in the same loca- 
tion. As objects are gathered up, 
they appear In the left hand 
status area r under the little icon 
that represents the number of 
fives remaining, Each time a 
nasty is sent on the trip to 
oblivion with a blast of magic, 
points are added to your score, 
so it's not just a matter of gat- 



cmnctSM 



** Ultimata's latest offering 
is definitely cast in the 
same mould as Alien 8 and 
Knight Lore, and as such is 
bound to appeal to anyone 
who enjoys a good romp 
through a maze of locat- 
ions, solving puzzles along 
the way. The graphics are 
all pretty and well design- 
ed and solving the puzzles 
contained in the game 
should give even the smar- 
test of Alecs ten pound's 
worth of satisfaction. It'd 
be nice if Ultimate came up 
with a totally new and dif- 
ferent concept for their 
next game, though , , . " 



herinp up the fragments of the 
PENTAGRAM: high -score chas- 
ingis part of gemeplay. 

The existence of Pentagram 
was first alluded to in Under- 
wurfde, and now. nearly six 
months after rt was first adver- 
tised, it has arrived. But Sabre- 
man's trials and tribulations are 
still not over: Mim Mare and the 
future beckons the intrepid 
adventurer . . . 



f COMMENTS i 



Control keys : Z, C, B, M left, 
X, V, N, SYm SHIFT right, 
second row to walk 
forward, Q, E, T r U r O jump, 
W r R, Y, I, P fire, number 
keys to pick up/drop, CAPS 
SHIFT, SPACE to pause 
Joystick: Kempston, 
Cursor, Interface 2 
Keyboard play: no 
problems 
Use of colour: 
monochromatic, hence no 
clashes 

Graphics: 3D sty J t j mad.'! 
famous by KntghtLore 
Sound; tuneful start and 
finish music, plus spot 
effects 

Skill levels: one 
Screens: rather a lot 
General rating: Sabreman 
fans can t afford to miss 
this one I 

Use of computer 34% 
Graphics 95% 
Payability 92% 
Getting started 90% 
Addictive qualities 95% 
Value for m o ney 9 1 % 
Overall 93% 
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Producer: Hewsons 

Retail price: £8*95 
Author: Steve Turner 




136 CRASH June 1986 




MM underground citadel of 
£f Quazatron 15 run hy .in 

^■evil cult of rnutanl dmnis 
hell-bent on destroying tho 
human race. Sob, whimper. Bin 
. do not despair hslp is at hand 
in the form of KLP2. a psychotic 
Meknotech droid. 

Klepto, as he is known, is a 
Hroid with ,4 Ptisf. In his youth he 
'■Viis opposed to a rare form of 
radiation which induced a type 
of droid madness. His persistent 
habit of dismantling everything 
mechanical in sight has landed 
him in serious trouble — he was 
expelled from droid school for 
demolishing his teacher. Des- 
pite painstaking re-program- 
ming, he remams a liability, bul 
now he has a chance to prove his 
worth by eliminating the alien 
droids From the planet Quartech. 

The droids patrolling the 
levels of Quazatron are ""pretty 
tough cookies, graded in sec- 
urity classes from one (very 
tough) To nine. They have some 
deadly weapons systems, and 
are virtually invincible — all 
previous attacks on the citadel 
Failed. Now a new grappling 
system has been developed for 
droid-to-droid combat, and on 
account of his a nt>- social dis- 
position Klepto has been chosen 
to test the prototype in a combat 
situation. He rs expendable, 
after all! 



CRITICISM 



" Quazatron owes a debt to 
the Commodore hit. Para- 
droid; though the graphics 
are very different the tilt 
sequence and grapple 
screen are a I most identical 
It s generally a great game, 
that s really fun to play and 
is instantly appealing. The 
only real complaint that 
I've got is that trie scrolling 
routine when you move 
about coukd be a Jot smo- 
other, but as this doesn't 
interfere with gameptay, 
it's still Ofie of the best 

Sames I've played on the 
oestrum. If you have seen 
the Commodore game and 
liked it, I'd recommend you 
get Quaz&tron right now! " 



At the start of the game Kleprc 
is transported to the under- 
ground citadel of Quazatron. He 
must trundle about locating the 
enemy droids, dismantling 
them, pushing them off their 
programmed courses or blast- 
ing them to smithereens with his 
User. Quazatron can be 
approached in two ways: on one 
level it is a shoot em up — 




destroy all the enemy droids and 
you win ; hut a wealth of st rategi- 
cal yamepiay lurks below the 
surface. Whenever Klepto uses 
the prototype grappling system 
successfully, and overcomes an 
alien droid h his penchant for 
taking [lungs to bits allows him 
to scavenge droid parts and up- 
grade himself. 

Klepto toddles up and down 
romps looking for droids to 
scrap with. Ramming into a 
patrolling droid allows Klepto to 
use the grappling system, which 
breaks mto the enemy droid's 
circuits: the fight is on. The 
grapple system in the game has 
been adapted from Hewson's 
Commodore game, Paradrord, 
and the aim is to win control of 
as many of the central bars on 
the grapple screen as you can, 

Using pulsers which are lired 
into the circuits, you must turn at 
least seven of the twelve central 
bars on the screen to your colour 
to win — the more bars you con- 
trol at the end of the time limit, 
the more resounding the victory 
rind the less damage done to the 
alien d raid's systems. If the 
gr;ippte is won, Klepto can help 



CRITICISM 



H " Quazatron is a true mas- 
terpiece. Nothing about it 
is of a bad standard — 
sound, graphics, play abil- 
ity and addtctiveness, 
they're all there. Basically, 
this is the C64 game Pa ra- 
ti ro id jazzed up a hit with 
pretty graphics and redes- 
igned lor the Spectrum . It 
is very easy to get into if 
you've played the Comma- 
do re game, but I suggest 
you study the instructions 
lor a while if you haven't 
as they are complex and 
could be confusing. The 
graphics are about the best 
Fve ever seen on this type 
of game: the characters are 
excellently drawn and full 
of detail; as is the city in its 
many levels. Graphically, 
my only nag is that the 
scrolling is too slow. The 
sound is excellent, with a 
brilliant tune on the title 
screen, and the effects 
during the game are sec- 
ond to none. I can't really 
see myself putting this one 
down for a good while yet 
as it is fun to play and very 
compelling, I strongly rec- 
ommend Quazatron to 
everyone. ** 



CRITICISM 



" Steve Turner has- done a 
wonderful job of producing 
a Paradroid type game — I 
reckon this is one of the 
best games ever to come 
out on the Spectrum. Play- 
ability is superb: the 
game 11 keep you at the 
computer for ages wonder- 
ing how you're going to kill 
the next droid that cornes 
along. The levels are very 
detailed and contain lots of 
baddies to short circuit. 
The grapple mode is very 
good and needs kits of 
patience and skill to play, 
the character you control 
is very well animated and 
there are lots of nice 
touches to the game. The 
sound at the start is a very 
pood two channel simulat- 
ion. Addictive qualities are 
enhanced by the fact that it 
is quite easy to finish one 
level, but a different matter 
altogether to go around 
and clear the whole city. 
This is definitely one game 
that will keep you at your 
Spectrum for months. 



VZS!tP s **** of 0i* city 

UH ****** th **P°f>* onto tffg 



himself to his victim's un- 
damaged components — inclu- 
ding [he drive unit, weapon 
system, power unit, chassis and 
any other special devices that 
may be present. He's a regular 
robotic carrion collector is 
Klepto. 

The lowest cFass of alien 
droid, Class 9. is relatively easy 
to outgrapple, but the goodres 
that can be scavenged from iis 
hulk are not as attractive as 
those found on higher class 
droids. Care should be taken 
when choosing which parts to 
take from a vanquished oppo- 
nent Nft all very welt pinching 
a super dooper weapon system 
for instance, but if Klepto has a 
wimpy power unit then if II 
rapidly be drained by the 
demands made on il by the now 
equipment. 

Computer consoles scattered 
around the cityscape can be 
used to pick up information that 
cornes in very handy when 
taking a strategic approach to 
the game, Trundling up to a 
terminal and pressing fire logs 
Klepto on to the system and calls 
up an icon menu from which e 
map of the current level of the 
city, a plan of the entire city and 
the droid daia Irbrary can be 
called up. The data library dis 
plays Klepto s current status, 
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and lists the weapon, drive, 
powtfr unit, chassis and devices 
currently installeeL Details of the 
equipment to be found on 
enemy droids in the same or 
lower security classes as K I opto 



may be called up — vital for 
planning a rational upgrade 
pal! i 

Travel between city levels is 
effected by moving KJepto onto 



a lift square set in the rampway 
and pressing fire — a plan view 
of the city comes pnto the screen 
and Kic:pto can wh\/7 up u iwn 



the lift shaft he is in* All this 
grappling and turning round 
drains Kfepto's energy — BfiH if 
his power unrt Is low-grade 
compared lo the weapon sys- 
tems or chassis that has been 
gained by grappling, then the 
power drain it all the rnme 
rapid. Klepto's power unit can 
be recharged by moving Onto 
power squares found on some 
Irjvels. but points are iost for 
each recharge. As a power unit 
runs down, the amount oi 
charge a can hold reduces. 
Eventually a new unit will hav* 
to be grappled from aa alien if 
Klepto is to survive. , 

The city's ramp ways are 
displayed in a scrolling window 
On the screen in 3D perspective 
Ktepto moves around the diatj 
onals of the playing area, anrt 
can on IV \ uv hi 5 weapon system 
white he's on the move end in 
weapon mode as opposed to 
g Tipple mode Klepto s aA&jjy 
Status Is revealed by the speed 
,iT wlndi his head rotates - 
when he"s fully charged M 
whizzes round and a smiie 
covers his countenance. As his 
power reserves dwindle, Kfepto 
begins to look plum. Only one 
life is supplied in the gam©, so 
the arm is to keep Ktepto 
smiling Get grappling* 




COMMENTS ™ 



Control keys: A, S, D, F, G 
left and up, H, J, K, L right 
andup,B f N H fvt SYM SHIFT 
left and down, 2. X. C, V, 
CAPS SHEFT right and 
down, ENTER to fire, W to 
toggle autofirfj, P to pause 
Joystick: Kernpston, 
Cursor, Interface 
Keyboard play: 
st ra ightf o reward a nd 
responsive 

Use of colour attractive 
Graphics: detailed, with 
cunning 3D but a little slow 
id scroll 

Sound: first rate 
Skill levels: one 
Screens: multilevel 
scrolling city 
G en erai ratin g : An 
excellent game 



Use of computer 
Graphics 
Play ability 
Getting started 
Addictive qualities 
Value for money 
Gveraft 



94% 

93% 
93% 
89% 
93% 
93% 
94% 
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Enter the world of Avenger, a Ninja warrior 
of unparalleled skills ana deadty powers as 
he battles me forces of evil in defence of his 
faith and fKotection of the weak, 
Be calm ana stav sltent as the outstanding 
animation and unrivalled combat routines 
take vou to levels of action you a never have 
g thought possible. 



Experience the stunning effects of triple 
scrolling action as vou master the techniques 
of Hand to Hand com&at, Pole Fighting and 
the swift of the Samurl sword. 

And Vtfhen vou ceireve you ve succeeded tn 
overcoming all the odds, the next In this 
thrilling series of adventures will beckon vou 
forward to a further challenge of death. 
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